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FULL-YEAR BUNDLES 


SINCE ANOTHER FULL calendar year of NF issues is now behind us, we’ve once again updated our back 
issue bundles in the NFMagazine.com website store! Hundreds of you reading this issue are new subscribers 
who joined the Force just recently, so you might not have even known that there’s a way for you to get caught 
up on the issues and wall posters that you missed in the past! Well, there is, and we try to make it as simple as 
possible by offering both individual issues as well as bundles of multiple issues together, conveniently sorted 
into year-by-year sets. We’ve now got a Full-Year Bundle of 2017 issues for the first time, and the 2016 
Bundle is on sale for cheaper than ever before! Grab 'em and build up your NF print collection! — LUCAS 
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INBOX 


PORT AUTHORITY 


Everything old is new again! 

The Nintendo Switch has been on sale around 
the world for almost exactly one year as we’re 
sending this latest issue out the door, it’s sold 
millions upon millions of units to almost instantly 
erase any and all doubts anyone might have had 
about its potential to attract an audience and one 
reality has quickly become apparent: That 
audience of Switch owners wants to play every 
single game in existence on the Switch! Studios 
have been only too happy to oblige, as we've 
seen an avalanche of titles that debuted on past 
platforms ported to this newest system. 

We expected that Nintendo would at least bring 
over some of their Wii U titles that didn’t have 
much of a chance to shine on that underperform- 
ing piece of hardware, and that has indeed been 
the case. But we didn't predict that third-party 
companies would be so keen to join the party so 
quickly with so many major-name ports of their 
own, or that the eShop would be so flooded with 
encore appearances of indie darlings from the 
past decade each and every week! 

The overflow and abundance is a wonderful 
problem to have, and we're focusing our atten- 
tion on these reappearing titles in this issue, 
christened "The Port Report." We've got a 12-in-1 
port package, Street Fighter 30th Anniversary 
Collection, leading the charge. We've got 
previews of ports that are just over the horizon, 
and reviews of several that have recently hit 
store shelves, like the one-two punch of 
Bayonetta and Bayonetta 2. We've even got an 
interview with Adam Creighton, leader of the 
porting team at Panic Button! 

Oh, and sure, there are a few originals sprin- 
kled in for variety's sake. Not everything new was 
once old! Some things are just new, and they, uh 
... Well, just read on. 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 
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LETTERS 


| feel ports of past games on the Switch 
definitely have their place. This first 
year, they have definitely helped make 
it a success and were beyond helpful in 
filling out the library early on. Games 
like Mario Kart 8 and Skyrim are great 
and should be experienced by everyone! 

Going forward, though, | don’t think | 
want to see Nintendo focus too much on 
ports. Maybe a few more, but I think 
they’re in a good place now to just focus 
on new content. It wouldn’t necessarily 
hurt other companies to keep doing so 
though. Many diehard Nintendo fans 
may not have owned a PlayStation or 
Xbox — this could be a good opportunity 
for them to play games from those plat- 
forms. — KRIS PERRY 


| believe ports are key to the Switch’s 
success because of the failure of the Wii 
U. Because the Wii U did not sell too 
well, not many people got to experience 
the games the console had to offer. So, 
porting them to Switch is a no-brainer. 
It’s easy to port a game, and it would be 
like a new game for a large percentage 
of players. But, | still want Nintendo to 
focus on originals! So many great 
games in 2017 were originals: Zelda, 
Splatoon 2, Mario + Rabbids and 
Odyssey to name just a few. I'd say 
Nintendo should focus 3096 on ports 
and 70% on original content. 

— CAYDEN BOBLEY 


I think new games and ports of past 
games are equally important, perhaps 
leaning toward new games. Ports are 
helpful in that they are relatively quick 
and easy, and are perfect for the Switch 


The new year began with a battle — or 
two battles, | suppose, as Kirby went 
to war with clones of himself in a 
Battle Royale, but also represented all 
things "E for Everyone" in a face-off 
against the "M for Mature" games now 
rolling onto Nintendo's systems in 
greater volume than ever before. (The 
champion of the reverse cover was 
BJ. Blazkowicz of the upcoming 
Wolfenstein 11: The New Colossus, and 
we've got an interview with the leader 
of the team in charge of porting it to 
the Switch this time!) Speaking of 
ports, we asked how important you 
think they are, or if you think compa- 
nies should focus on original works. 
Then we wanted to know your dream 
"Collection" release, and whether you 
think old games should be altered or 
updated in any way when they're 
ported to new platforms. Here's what 
you had to say about that! 


due to the way the Wii U ended up. 
However, | wouldn't say ports tend to be 
"system sellers" given that they were 
originally on another system... 

— ALLY DILLANE 


Ports have played (and will continue to 
play) a big role in the success of the 
Switch for one big reason: You can play 
them on the go! I’m generally not a 
huge fan of ports and personally feel 
consoles have become a little too satu- 
rated with them in recent years. But 
having the ability to play older top-tier 
Nintendo games, third-party titles and a 
huge array of excellent indies anywhere 
| want is a massive selling point, both 
for individual software sales and for the 
Switch hardware. (I've already repur- 
chased way too many games | own on 
other consoles for my Switch.) That 
said, ports should never be so 
numerous that they come at the 
expense of original content, which is 
crucial for console longevity. My guess 
is we'll see more ports through 2018, 
but they'll taper off by 2019. I'm person- 
ally very curious to see if Nintendo will 
release a port of Smash Wii U, or if 
they're putting all of their resources 
into a brand-new Smash for Switch 
(which would probably have a cooler 
name). I'm guessing we'll find out at E3 
this year! — ZACH LINDEMANN 

The instant portability that games 
gain when they come to the Switch is 
definitely a huge plus for ports! 


For my dream "Collection" release, Га 
definitely like to see a new Super Mario 
All-Stars, but for 3D games (Mario 64, 


The Mother/EarthBound series would be an amazing collection that Nintendo could release for 
the Switch and 3DS. The Virtual Console release of EarthBound Beginnings in 2015 and the 
inclusion of EarthBound on the recent SNES Classic set of games exhibits Nintendo’s and gamers’ 
continuing support for the franchise. In the West we have a whole new generation of gamers 
being introduced to its legacy for the first time through the Super Smash Bros. games’ playable 
characters and stages. It has been nearly 12 years since Mother 3 was released for the Game Boy 
Advance, with still no official translations being available or any related announcements, despite 
it being critically and commercially well-received in Japan. Star Fox 2 had gone unreleased as a 
near-complete game for 20 years and was one the main reasons for many SNES Classic pur- 
chases in 2017. An EarthBound collection with proper care would service the long-dedicated 
older fans, give new gamers the opportunity to play it all in one place and renew interest in the 
series’ decorated past as Nintendo works toward the future! — MICHAEL TORRES 

That's an excellent idea, Michael! It's been nearly two years now since we placed Mother 3 
on the cover of our 21st issue, confident in the rumor that a localization for Wii U was 
imminent. That sadly didn't happen, but hope is still alive in many fans' hearts! The 


Mario Sunshine and Galaxy 1 & 2). | think a graphical 
update would be nice, but | bet people would still 
buy it if it didn't have that. — THE 1UP GUY 


| would love to see a Pikmin collection come to the 
Switch with the first three titles available before the 
fourth entry gets released. Pikmin has some of my 
favorite design work Nintendo has ever done, from 
the Pikmin to Olimar and the vast array of creatures. 
| would also love to see the original Chibi-Robo be 
made available as a Virtual Console title on the 
Switch, considering the GameCube Controller 
Adapter already works with the current firmware. 

— MAXWELL FRATUS 

The rumors of a GameCube Virtual Console for 
the Switch were hot for a while there, so much so 
that we ran a feature about it in Issue #25 and 
even let ourselves dream up our top picks to 
make the jump to Nintendo's newest platform. 
Since then, nothing! Here's hoping it's still in the 
works behind the scenes! 


My personal dream collection would be a Fire 
Emblem one, complete with localizations of all the 
wonderful pre-FE7 games I've never had the oppor- 
tunity to play. Echoes was a real treat. Give me more 
of that please! — MICHAEL DOYON 


I think a Hidden Gems series of games that have 
never been assembled and presented past their 
original system would be fantastic. There are so 
many games from previous eras that | love that 
most people of this generation never got to experi- 
ence! I'd start off with a complete Nintendo Zapper 
set as the first collection, taking all the light gun 
games from NES like Barker Bill's Trick Shooting, To 
The Earth, Hogan's Alley (and of course Duck Hunt), 
and then throwing in maybe some brand-new ones 
with Switch graphics. With the updated functional- 
ities of the Joy-Cons, I think this is something that 
could work! - SEAN MORROW 


idea of combining it with its two predecessors in a collection is wonderful! 


I'm not averse to a remake or remaster of an older 
title. Like Jeremy Parish said once on the excellent 
Retronauts podcast, | only ask that the developers 
doing the polishing or revamping do it all with an 
understanding of what made the original great. 

— KARL RUBEN WESETH 


This is a tricky one. | want games to look and feel 
like | remember them, but sometimes nostalgia has 
a way of making things seem better than they were. 
I'm OK with some polish, especially when it comes to 
fixing dialogue that had errors in the days before 
patches could fix them after a game's release. When 
it comes to visual and audio updates, it's a little 
harder to decide if newer is always better. 

— ANDREW WILEY 


I’ve always been of the mindset that when handling 
remasters, companies should touch them up and 
edit things around to keep them fresh and make 
them worth buying, but also add a "retro" mode so 
that gamers can experience the original title as it 
was during release. This way, everyone is satisfied! 
— DANIEL EARLEY 


I think that they should polish them up a little bit 
simply if the controls need to change for a new 
console, or if the graphics need some updating due 
to errors, or to help appeal to new gamers. 

— JACOB FONNESBECK 


| think it's a great idea to edit and polish them up; it 
not only helps bring back the gamers that enjoyed 
the original version for a more involving experience 
and possibly a new challenge, but also captures the 
attention of a new generation looking for something 
new to sink their teeth into. — JOSE DIAZ 


Thanks as always to everyone who wrote in with 
Player's Poll responses! Here's hoping we get 
some more polished-up collections soon! 


DON'T ANGER 


THE ОХ; 


If you had to put one Nintendo IP on a 10-year 

hiatus, which one would you pick? — JOSEPH 

STANICHAR 

That's easy — F-Zero! Then the hiatus would 
already be over! 


Considering all the buzz about Capcom bringing 
their old IPs to the Switch, which Capcom series 
would you like to see ported to the Switch in col- 
lection form next? — PHOE 

Not counting Mega Man (all the Mega Man!), I 
feel like Nintendo fans got a pretty raw deal 
when Capcom was dabbling in Bionic 
Commando some years back. Strider, Rival 
Schools and Darkstalkers could do with more 
love on the N-side, too. And why not Marvel 
vs. Capcom on the go? 


All of you love Nintendo enough to be reading NF Magazine right now, but does your devotion to the 
House of Mario extend all the way to massive public declarations of loyalty like this? NF subscriber and 
YouTuber Russ Lyman got in touch with us via our Patreon page to draw our attention to his unique 
custom creation, a 2006 Scion xA that he's transformed into a "Mario Kart Edition!" Nintendo references 
adorn every piece of both the exterior and interior, from a Super Mario Bros. action scene on the sides 
depicting Fiery Mario and Ice Luigi in combat with some Goombas to the Poke Ball gearshift knob that 
gets this ride up to speed. The most impressive accessory, though? The massive Blue Shell that cruises 
along up on the rooftop! No doubt that’s freaked out a few fellow drivers through their rearview mirrors! 


THE PLAYER’S POLL 


Congratulations to Cayden Bobley, the winner of last issue’s Player’s Poll! 
Your new chance to win is below, and this time around we're interested to know 
your thoughts on a few questions inspired by the new Nintendo Labo products! 


What was your initial reaction Make a prediction! Finally, get creative! We've seen 

to the reveal of Nintendo Labo? Will the Labo product lots of different Nintendo Labo 

Are you excited to build some line be a sales success, or Toy-Con concepts already, but 

Toy-Cons with your own two will it be a total flop that what is your idea for a Switch- 
hands? Nintendo soon abandons? interactive cardboard toy? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #32" - this time, one reader whose answers are picked 
for print will win their choice of a Nintendo Labo Variety Kit or Robot Kit! 


COMIC BREAK 


THINKING OUTSIDE THE Box! 


Introducing Nintendo Labo - cardboard construction kits that combine with Switch games! 


NINTENDO USED TO be a toy 
company, you know. 

You're probably familiar with how 
the company was first founded way 
back in 1889 as a playing card manu- 
facturer. You're certainly well-versed 
in how they've been a dominant force 
in the video game industry for the 
past 36 years. But in-between those 
two extremes, there were the toys — 
an era when Nintendo's business was 
still centralized entirely in Japan, and 
when their work was entirely centered 
on bringing smiles to kids. 

We seem to be circling back to that 
era now! Say hello to Nintendo Labo, 
an all-new product line of toys brought 
to you by traditional toymakers (who 
have just been a bit out of practice 
since the 19705). 
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Like the extending plastic arms and 
automatic pitching machines of the 
pre-video games Nintendo days, the 
Nintendo Labo "Toy-Cons" are a wild 
array of goofy playthings meant to 
delight and inspire. But unlike those 
prefabricated plastic products of yes- 
teryear, this new generation of toys 
arrives with some assembly required. 

Nintendo Labo Toy-Cons are 
entirely made out of cardboard. That 
cardboard, in turn, is entirely assem- 
bled by you, the player, after it arrives 
in your home by way of a retail 
package that's full of nothing but flat 
sheets of the stuff. One by one you 
take the cardboard sheets, punch out 
set pieces along pre-scored lines, fold 
along some edges and combine them 
together to watch the toys take shape. 


Having this new set of products be 
entirely do-it-yourself when it comes 
to construction kills a couple of birds 
with the same stone for the Big N. 
Firstly, they're obviously going to save 
a huge amount of money on manufac- 
turing costs! Rather than molding out 
and machining a vast array of plastic 
peripherals that would then take up 
way too large an amount of retail shelf 
space in stores, they can instead print 
their toys on flat sheets, file them into 
a box like a stack of notebook paper 
and then watch the cash roll right on 
in. But secondly (and much less cyni- 
cally), the entire process of building 
the Toy-Cons yourself is going to bea 
major part of the fun. STEM education 
is soaring with kids these days, as 
coding, robotics and hands-on building 


projects just like these surge in popu- 
larity. It's the perfect time to be 
launching a product line exactly like 
this. 

But even beyond Nintendo Labo's 
massive potential for profit and its 
clear appeal to teachers and parents 
invested in expanding young students’ 
minds, this brand-new brand is also 
going to serve yet another purpose: 
keeping the incredible momentum of 
the Nintendo Switch rolling with a 
fresh infusion of unexpected fun! 
That's because every Toy-Con works in 
conjunction with the Nintendo Switch 
console and its Joy-Con controllers. 

Joy-Con, Toy-Con. Get it? 

Nintendo's clearly had this all in 
mind from the start, and it's gloriously 
brilliant. 


Let’s have some examples to 
explain! First up, the Toy-Con Piano. 
You assemble a small, 13-key piano 
out of the provided cardboard. A Joy- 
Con controller placed in such a way to 
point inside the completed "box" uses 
its built-in camera technology to 
detect which keys are being pressed 
and when. It then relays that informa- 
tion to the central Nintendo Switch 
unit, which you set up with its display 
facing out from above the keyboard as 
if it were a sheet music stand. The 
Switch plays the notes through its 
speakers while also showing whimsical 
graphics on its screen, enticing you to 
tap out more and more tunes. 

How about the Toy-Con Fishing 
Pole? For it, the cardboard creates a 
full rod and reel, with the fishing line 
extending down to the floor or table 
surface below you. The Switch screen, 


oriented vertically this time, displays 
the ocean, lake or river you're fishing 
in, as well as the fish you come across 
and attempt to catch. And not just by 
pressing a button! Using real reeling 
hand motions — with the reel you 
assembled yourself. 

The Toy-Con Motorbike? Lets you 
build your own pretend motorcycle 
handlebars that then thrust you into 
the action of high-speed racing (on 
racetracks you can also build 
yourself). The Toy-Con House? A tiny 
home inhabited by a cute alien-like 
creature who shows up on the Switch 
screen and reacts to buttons, cables 
and plugs that you insert at your whim 
into the "windows" of his residence. 
The Toy-Con RC Car? It flips the script 
entirely, turning the Switch unit and its 
touchscreen into the controller held in 
your hands while the two Joy-Cons 
become part of the toy, vibrating left 
and right with their built-in HD Rumble 
in order to make the "car" move 
around. 


Nintendo's stated that Labo is being developed 
mostly with kids between the ages of 6 and 11 in 
mind — and as a father who now has a 6-year-old 
in the house, the timing couldn't be more perfect 
for me personally! Carter can now look forward to 
having precious childhood memories of his Dad 
dressed up in a robot suit made out of cardboard 
and punching wildly at a TV screen. Maybe I'll 
wear it to his school to show his friends! - LUCAS 


All five of those examples can be 
yours to build and enjoy if you buy the 
Toy-Con Variety Kit, priced at $69.99 
and launching on April 20. But if you 
want the ultimate Nintendo Labo Day 1 
experience, you'll want to plunk down 
$79.99 to bring home the Robot Kit! 

It's sold separately because, well, 
it's kind of massive. It's a set of card- 
board, strings and stickers that all 
combine together to create an entire 
wearable robot suit! (Well, kind of just 
a backpack and visor with strings 
leading out to your hands and feet, 
but a "suit" all the same.) Once you 
don this crazy cardboard costume, you 
become linked in spirit with a giant 
robot who appears on your television 
screen! 


(If you're remembering Project 
Giant Robot from a few E3s ago — yep. 
That became this.) 

The Labo Robot charges around a 
cityscape smashing up buildings with a 
variety of fighting moves that you 
trigger with your own arm and leg 
motions. It can even transform into a 
tank! (Just don't try to contort your 
body like that, OK?) 

Yes, Nintendo Labo is incredibly 
weird and wild, and it's yet another 
total surprise that's coming our way 
from the true masters of the unex- 
pected in the video game industry. But 
just remember — before they reigned 
supreme in this realm of interactive, 
televised entertainment, they were 
simply a bunch of toymakers! It's won- 
derful to see Nintendo returning to 
that era now — and if the Labo product 
line proves to be as successful as 
they're clearly hoping it will be, this 
might just be the first step toward a 
real return to those halycon 

days! — LUCAS 
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COLLECTOR'S CORNER 


B U | LD -A- Bows E R The Workshops lineup expands with Mario and friends! 


BUILD-A-BEAR - the store in your local mall where you stuff your own plushes — "built-in" suit, meaning you can't take it off. And instead of Luigi and Peach getting 
has been snagging all of the licenses lately. From Star Wars to My Little Pony, their own bears, a Luigi or Peach costume can clothe any bear. Luigi has his hat and 
Build-a-Bear seems to have it all! Now they've turned their sights to Nintendo. Right overalls and Peach has her flowing dress and iconic crown. A red Mario hoodie can 
before Christmas, they announced a full line of Mario plushes. Bowser, Toad and be put on any bear, and Star, Mushroom and Yoshi Egg accessories can be added as 
Yoshi all have "buildable" plushes that you can buy in their likenesses online and well. They even featured two sound drops that have Bowser sayings or the classic 
in-store, but Mario, Luigi and Peach are different. Mario is a teddy bear that has a Super Mario Bros. song. | hope they continue to explore more Nintendo properties! 


LiGHT-UP LINK 


Pixel Pals combine nostalgia and illumination. 


PIXEL PALS HAVE been flooding into local shops by the dozens recently, cashing in on the 
"under $20" collecting craze started by Funko Pops. These items are pixelated light-up 
figures that feature all sorts of characters. Naturally we focus on Nintendo here, but 
there are Pixel Pals for plenty of properties, from DC to Ren & Stimpy. The first wave 
featured an 8-bit look, with Mario and Luigi from both Super Mario Bros. and SMB3 
appearing, as well as Sonic, Mega Man and Link. Even Vault Boy from Fallout came 

to the party! PDP, the creators of this merchandising mayhem, have since moved to 
16-bit with Super Mario World Mario, but also introduced red and white variants of 
8-bit Link for Wave 2 (red shown here). Other characters that never appeared in an 
8-bit game look like they were modeled to fit in with the classic Mega Man style. 
Capcom did this with their Street Fighter characters a while back, and those designs 
are now purchasable through this line! Seeing The Flash, Sub-Zero or even Shredder 
as potential Robot Masters is pretty funny. They've since moved away from releasing 
them in waves and are now focusing on the numbering system like Funko Pops, and 
we've all seen that section of every store! These may take off in much the same way! 
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Collector’s Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 


JAKKS LEAKS! 


A few future figures were revealed 
before they were meant to be. 


Ф FOR MOST OF their World of Nintendo line of 
4 figures, Jakks has controlled the slow drip feed of 
information regarding news of upcoming figures via 
social media and Toy Fair appearances, but on occasion a 
retailer or online shop will attain info before the manufacturer 
has made an official announcement. Big Bad Toy Store has 
previously released info about upcoming lines simply by 
adding product placeholders for a new wave, where Internet 
sleuths have found pics of in-production figures hiding on 
websites. The latest comes shockingly from Amazon, which 
posted a pre-order for the new 2-7 line of 4" figures before 
any announcement had been made. We know now that the new 
line features Metal Mario, Hammer Bro, Raccoon Mario and Iggy 
Koopa. They also leaked some plushes from a new wave, including 
a running Mario plush alongside Baby Yoshi and Red Koopa 
Paratroopa. Their latest lines have been very difficult to 
find, with the 2.5" Larry Koopa being the hardest. 
The scalping online is reaching heights I’ve never 
previously seen for Mario merch! This line is a 
collector’s nightmare, but it’s still been the most 
exciting line of Nintendo figures outside of amiibo. 


PINTENDO CONTINUES 


Super Mario Bros. 3 pins take flight! 


NINTENDO PIN COLLECTORS have been swamped 
recently, with PowerA releasing sets of Breath of the 
Wild and Super Mario Bros. 3 pins. If that wasn’t 
enough, Penny Arcade has also been slowly intro- 
ducing Nintendo-themed high-quality pins on their 
3 webstore, like this set of blind-boxed pins for Super 
Mario Bros. 3. Each box contains two pins for $22, 
and the set has 16 pins, with two appearing very 
rarely. That means, blind boxes notwith- 
standing, the whole set will set you 
back around $170. 


‚атпоо: 
UPDATE 


NOBODY THOUGH IT would happen! Surely the 
Detective Pikachu game would remain in Japan and be one 
of those quirky import-only titles with a fan translation 
and rabid fanbase, right? Then something even crazier 
happened: the announcement of the movie. Fans then 
expected that the game would certainly be translated and 
released in other regions. Following the Nintendo Direct 
Mini in January, many fans were upset to still see no 
announcement, but then Nintendo slowly started releasing 
tidbits of new stuff in the days after, and one of those 
tidbits was a full retail release of Detective Pikachu in 
Japan as well as North America and Europe. Does this 
mean that the eShop title will be folded into the story of 
this new game, and Episode Two has been expanded 
instead to a full story? That’s a mystery for now, but 
alongside this enigmatic announcement was the reveal of 
the only new amiibo we know about moving forward, and 
that’s the amiibo for Detective Pikachu. 

This giant amiibo — which is almost twice the size as 
Pikachu’s regular amiibo — will release alongside the 
game on March 23. Naturally, since we know so little about 
the game, we have no idea what the amiibo will do in- 
game or if it will be compatible with anything else. 

Nintendo's also recently revealed that Pearl and Marina 
— the hosts of Splatoon 2 as well as the two members 
of the singing duo Off the Hook — are getting their 
own amiibo soon! No word on when or what 
they'll do in-game yet, but stay tuned! 
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NINTENDO POWER 15 BACK...IN PODCAST FORM! 


While the magazine remains dormant, the NP name has been revived. 


NINTENDO CLOSED OUT 2017 in 
one of the most surprising ways 
possible: After months of teases, they 
brought back Nintendo Power! 

For those who might not remember 
(in which case, | encourage you to 
catch up on our Warp Zone column), 
Nintendo Power Magazine started as 
an in-house publication at Nintendo of 
America in 1988, then was licensed 
out years later to Future US, where it 
ended its run just after the launch of 
the Wii U at the end of 2012. Unable to 
cope with the grief of a world without 
our favorite video game periodical, 
the whole lot of us banded together 
under the Nintendo Force banner to 
keep the dream alive. 

But now the Power is back on! Well, 
sort of. "Nintendo Power" has been 
revived as a brand name, but it’s no 
longer attached to a magazine. 


Instead, it’s now a podcast! The 
Nintendo Power Podcast, sporting the 
magazine's original logo, is a new, 
monthly, in-house production hosted 
by none other than Chris Slate. If that 
name sounds familiar, it may be 
because you recognize him from a 
variety of video game publications 


from over the last few decades, includ- 


ing Game Players/Ultra Game Players, 
PSM and, most relevant of all, the 
original Nintendo Power Magazine, 
where he served as its Editor-in-Chief 
from 2007 until almost its final issue. 
Following the end of NP's run, he also 
co-hosted the still-running Power Pros 
Podcast with fellow former NP editor 
Chris Hoffman. 

Slate’s not going it alone, however; 
as of this writing, there have been two 
episodes so far, and he’s been joined 


Great! 


That giant Detective 
Pikachu amiibo is snazzy! 


by Damon Baker (from Publisher and 
Developer Relations), Nate Bihldorff 
(Senior Director of Localization at 
Nintendo of America), and both Kit 
Ellis and Krysta Yang (co-hosts of 
another YouTube show, Nintendo 
Minute). The podcast has already 
featured an interview with Eiji 
Aonuma and Hidemaro Fujibayashi 
about the development of Breath of 
the Wild, discussions of news like the 
Nintendo Labo reveal, game recom- 
mendations, listener questions anda 
game quiz segment. 

According to Slate, the Nintendo 
Power Podcast is a passion project for 
Nintendo employees who wanted to 
see the brand come back. If you'd like 
to check it out for yourself, it's on 
Apple Podcasts, Google Play Music, 
SoundCloud and YouTube! — DAVID 


It’s not quite getting the 
whole gang back together, 
so to speak, but I’m 
thrilled to see that Chris 
Slate was able to pull this 
off nonetheless. | rarely 
have time in my schedule 
to listen to podcasts, but a 
once-a-month schedule 
for something like this 
may be something | can 
work with. — DAVID 


l'm running out of display 
space on my shelves... 
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GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


& DLC! 


Upcoming add-on content. 


AS THE CALENDAR flips into the month of March, Nintendo's 
got the same hero who kicked off 2018 queued up again! Kirby's 
already wrapped up his Battle Royale adventure that was all 
about him fighting against clones of himself wielding 25 years' 
worth of Copy Abilities against him, and now he's ready to gain 
some all-new powers in Kirby Star Allies! We take another look 
on Page 44, and our review's coming your way next time! 


NOT CONTENT TO let just one cute character 
carry the month of March, Nintendo's tapped the 


smile-bringing Pikachu for a new adventure on the DON A. CHU 
3DS on March 23. This isn't the same old 'chu, () T4 

though! This is the hardened, coffee-swilling l К CAN 

electric detective version, ready to solve the many 

mysteries of Ryme City. Check out Page 38! 


NO NEED TO flip any further into the issue to get caught up 
on what this is all about, as you probably passed by Pages 8 and 
9 on your way here. Yes, the cardboard revolution is under con- 
struction now, and the unveiling's happening on April 20! That's 
the day the first two Nintendo Labo products go on sale: the 
Variety Kit and the Robot Kit. We'll have much more in our next 
issue, so prepare your mind for this new madness! 


AND THEN THE ports begin again. We've had 
plenty already, with several evaluated in the pages 
ahead, but the next wave seems to be pegged to 

begin on May 4. That's when the phenomenal Wii U 
platformer Donkey Kong Country: Tropical Freeze 

makes its leap to the Switch! Get reacquainted with 
it on Page 40 this time. 


lY RULE, E 


DE NL TIVE ann 


JOINING TROPICAL FREEZE as another first-party port from 
Wii U to Switch this Spring is good old Hyrule Warriors. It'll 
actually be making its third trip to store shelves, since it already 
got the port treatment once before when it hit 3DS as Hyrule 
Warriors Legends in 2016! Nintendo hasn't yet confirmed an 
exact date for this one as we go to press, so it's hovering in the 
general "Spring 2018" time range for now. More on Page 41! 


FINALLY, THE PORT collection that broke the 
camel's back and convinced us to land on this 
issue's theme, Street Fighter 3Oth Anniversary 
Collection. It's also lacking a specific launch date at 
the moment, but is targeted for May — so expect 
the World Warriors to go to war once more shortly 
after DK defrosts his bananas. See Page 30! 


JU ANTIVERSARY COLLECTION 


Sometimes it feels like I’m more of a fan of trying to predict Nintendo's 
business decisions than | am playing their games, and the months ahead 
are perfectly wonderful for that pastime. For as easily predictable as ports 
of Hyrule Warriors and Tropical Freeze were, there's also the totally off- 


the-wall and unexpected Labo. They always keep me guessing! — LUCAS 


WE WERE WRONG! We reported last time that Part 
2 of Mario * Rabbids Kingdom Battle's DLC was due to 
drop in January, but as it turns out January was just 
when Ubisoft revealed the details about the forthcom- 
ing pack and its new playable character: Donkey Kong! 
We'll still have to wait until "Spring 2018" to actually 
add him to our teams and play his new story chapter. 
Will he wield a coconut gun that fires in spurts? 


4 
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MARIO KART 


— 


DASHES ONTO MOBILE! 


But how will the newly announced 


SO, HOW EXACTLY is this one going 
to work? 

During a financial strategy briefing 
that took place in Japan on January 31, 
Nintendo revealed that their next 
mobile game will be "Mario Kart Tour," 
scheduled to arrive in app stores at 
some point in the next financial year. 
(That means any time between April 1, 
2018 and March 31, 2019.) 

... And? Anything else, Nintendo? 
Apparently not. The name of the 
game and an entire 12-month period in 
which we can "pin down" its planned 
release date is all the information we 

got! No Nintendo Direct with first 
footage. No still screenshots. No char- 
acter art or other promotional 
material. Nada. 

So you know what that means! It's 
time for wild, off-the-wall speculation 
about just what in the world Mario 
Kart Tour could possibily be! 

Luckily, we're not entirely without a 
framework to work within. Mario Kart 
Tour will be the fifth famous franchise 
to be ported to mobile platforms, and 
we have the examples of how the first 


14 ISSUE #32: THE PORT REPORT 


four made that transition to look back 
on. More details on each individual 
case are placed in the sidebar on the 
next page, but the common thread 
running through all of them so far is 
this: Take an established first-party 
franchise’s existing gameplay, then 
simplify it and streamline it for the 
mobile audience. 

Assuming they stick with that same 
strategy this time around, how will 
Nintendo simplify and streamline the 
Mario Kart experience for mobile? 

It's going to be their toughest task 
yet — because of the need for speed! 
Fire Emblem and Animal Crossing 
games never demanded quick reflexes 
in the past, so they could shift to less 
capable, more casual hardware with 
little trouble. Sidescrolling Super 
Mario adventures are more action- 
oriented, but still relatively tame by 
modern gaming standards, so mobile 
phones didn’t have any trouble 
handling the slow scroll of Mushroom 
Kingdom scenery either. But Mario 
Kart? It’s fast, frenetic racing action! 
Characters are screaming around the 


make the transition? 


tracks, twisting and turning and 
drifting, and, in the most recent 
sequels, also diving underwater, flying 
through the sky or flipping upside- 
down with inverted gravity. 

That's not even taking into account 
everything else happening around the 
player as the race rages on — 11 (or at 
least seven) opponents are all on the 
track at the same time, and then all of 
them are grabbing items to use to 
attack each other in the constant 
back-and-forth battle to get to the 
front of the pack. 

Are you beginning to get the sense 
that the essence of the Mario Kart 
experience is going to be a little bit 
difficult to distill down into something 
that can be played only with occa- 
sional taps of a phone touchscreen? 

Alright, it’s a challenge. But I'll take 
it on. How would | make Mario Kart go 
mobile? 

First up, Га strip away all of the 
extras that have been added on since 
the first game. No motorcycles or 
ATVs. No underwater sections, no kite- 
flying and no gravity stuff. Bring it all 


back to the basics of just karts alone, 
and just on flat tracks. Bring back the 
old-school pipe frame karts, even, to 
restore the look and feel to being as 
close to real-world go-kart racing as 
possible! 

Then keep the opponent count at 
seven, for eight active racers at a 
time, again just like the first game. 
Less chaos to deal with and fewer 
characters to have to render on the 
screen. 

Now, the real problem: control. 
Games with virtual joysticks for 
movement are universally terrible on 
mobile, so that's got to be off the table 
instantly. Having to hold down on a 
virtual accelerator would also compro- 
mise any other actions you'd want to 
have, so | suppose the only solution is 
to make acceleration automatic. (It's 
not like anyone ever uses the brakes 
when playing Mario Kart anyway.) 
Then, with your kart constantly 
cruising forward, perhaps you could 
swipe left or right to dodge obstacles 
heading your way? There are several 
auto-runner games across iOS and 
Android already that take that 
approach, separating their auto- 
scrolling levels into three "lanes" of 
travel that their heroes can roll or leap 
between. Maybe Mario Kart Tour's 
racetracks could be similarly designed 
with three lanes painted on each one, 
and movement strictly locked to 
shifting between them? It's one way to 
make things work. 
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ER EFFBCTIVE! 
SUPER EFFECTIVE! 
SUPER EFFECTIVE! 

- SUPER ЕБЕЕСТІУЕ! 


EARTHQUAKE 


If you don't go that route, you'd 
have to do something like tapping into 
the phones' built-in motion sensors to 
allow for steering via twisting the 
phone left and right, as the Wii Wheel 
and Wii Remote first introduced years 
ago. But yikes, | can't really picture 
that working very well, and who wants 
to be tilting and turning their phone 
constantly? 

1 suppose just Left and Right virtual 
steering buttons could work, as other 
mobile racers have gone that route. 
And there almost has to be a dedi- 
cated touch button on the screen to 
launch items once you collect them. 

But let's assume Nintendo finds the 
magic balance and translates the 
gameplay faithfully. What about all the 
other factors that play into Mario Kart 
going mobile? 

Reportedly, Mario Kart Tour is 
going to be a "free-to-start" game, as 
Super Mario Run was. In Super Mario 
Run, you got to download the app for 
free and play its first four levels, and 
then you had to pay a flat $9.99 to 
unlock the rest of the game. Would 
Mario Kart Tour operate similarly? I 
can picture it giving you access to a 
single Cup (a set of four tracks), and 
then asking for cash to open up the 
rest of the Cups. But the single-time 
$9.99 price didn't work out so well for 
Super Mario Run, which underper- 
formed for Nintendo. So maybe they'll 
break things down into smaller chunks 
this time? Maybe allow you to buy one 
Cup at a time, for just a buck or two? 

The real moneymaker, though, 
could be selling extra karts, accesso- 
ries or playable characters. | person- 
ally didn't vibe well with Fire Emblem 
Heroes, but there are still tons of 
players out there who are pouring in 
cash daily to this day just for the 
chance to roll the dice and see if a 
powerful new hero pops up on the 
screen. I'd be upset if Mario Kart Tour 
went with that kind of Gacha approach 
to selling other characters, but it has 
unfortunately proven itself effective. 

I'd rather see the game give you 
Mario for free out of the gates, then 
offer both the ability to earn other 
playable racers through skillful com- 
pletion of the courses and small $0.99 
purchases in an in-game store. I'd 
drop a dollar to swap my driver to 
Waluigi, wouldn't you? 

But maybe I'm off-base with all of 
this, and Mario Kart Tour isn't going to 
try to be a direct adaptation of the 
series' existing gameplay at all. In that 
case, it's hard to predict what else it 
could be and still carry the Kart name! 
I suppose, as always, that we'll just 
have to wait for more official info, and 
see if | got anywhere close! — LUCAS 
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orted at Last 


BEFORE FIRST-PERSON shooters 
and open-world RPGs became the de 
facto standard for video games, the 
industry was dominated by colorful 
platformers, and few developers 
were as synonymous with the genre 
as Rare. The British studio was 
responsible for creating some of the 
most beloved platformers of the 905 
and early "005, including Donkey 
Kong Country, Conker's Bad Fur Day 
and Banjo-Kazooie. Like parachute 
pants and other ’90s trends, 
however, platformers of the ilk that 


ТЕАМ17 
PLAYTONIC 


Rare popularized fell out of fashion 
after the turn of the century, and 
many of the genre’s standard 
bearers have since faded from the 
spotlight. 

Despite their fall from promi- 
nence, 3D platformers have experi- 
enced a resurgence of sorts in recent 
years, spurred in part by the rise of 
Kickstarter and other crowdfunding 
platforms, which allow developers to 
bypass the traditional publishing 
model and secure funding for less 
commercially viable projects directly 
from fans. This was the avenue 
Playtonic Games pursued with its 
debut effort, Yooka-Laylee, a 3D 
platformer conceived as a spiritual 


successor to Banjo-Kazooie. Given 
this irresistible marketing pitch and 
Playtonic’s pedigree (it was founded 
by Rare veterans who had a direct 
hand in developing the original 
Banjo-Kazooie), the game quickly 
became one of the most successful 
projects in Kickstarter history. 
Yooka-Laylee’s crowdfunding 
campaign wrapped in 2015, and the 
final game launched for PlayStation 
4, Xbox One and PC in April 2017. 
Due to snags in development, 
however, the Switch version didn’t 
arrive until this past December, some 
eight months after the other plat- 
forms. This long wait dulled some of 
the luster surrounding Yooka- 
Laylee’s Switch debut, especially as it 
ended up arriving on the heels of 
Nintendo’s latest platforming opus, 
Super Mario Odyssey — but the late 
port benefits from all of the tweaks 
and refinements Playtonic made to 


the game in the months following its 
launch, making it the best version of 
Yooka-Laylee available. 

Like Banjo-Kazooie, Yooka-Laylee 
is a sprawling collect-a-thon rife with 
quirky characters, platforming chal- 
lenges and googly-eyed collectibles 
to pick up. This time, though, instead 
of controlling the famous bear and 
bird pair, players assume the role of 
a new buddy duo: the lizard Yooka 
and his wisecracking bat companion 
Laylee. Just as Banjo and Kazooie 
before them, Yooka and Laylee work 
in tandem to navigate the game's 
numerous worlds, using each other's 
innate abilities to overcome the 
myriad challenges laid before them. 
Yooka can eat berries with his pre- 
hensile tongue — allowing him to 
take on different elemental proper- 
ties — while Laylee can take to the 
skies and ferry the pair through the 
air or emit a sonar attack. 

The adventure begins when the 
sinister businessman Capital B 
devises a plan to suck up all of the 
world's literature in order to get his 
clutches on the mystical One Book, 
which has the power to reshape 
history. Our heroes just so coinciden- 
tally happen to have the One Book in 
their possession, and when it's swept 
up along with the rest of the books in 
the world, they venture into Capital 
B's base of operations, Hivory 
Towers, to retrieve it, collecting stray 
pages from the damaged One Book 
along the way (a.k.a. Pagies). 

From the outset, Yooka-Laylee 
wears its Banjo-Kazooie influences 
proudly, right down to its interface 
and presentation. Characters speak 
in comical gibberish, just as they did 
in Banjo's two N64 outings, and the 
game's soundtrack (primarily 
composed by Rare legends Grant 
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Kirkhope and David Wise) explores 
the same musical territory as the 
Banjo games and would not sound 
out of place in one of Rare's titles. 
Likewise, practically every element 
in Yooka-Laylee has an antecedent in 
the Banjo games. Each world houses 
five Ghost Writers to find, similar to 
Jinjos in the Banjo series; when all 
five are collected, you're rewarded 
with a Pagie. In addition to Pagies, 
Yooka and Laylee must collect Quills 
(the game's answer to musical 
notes), which in turn are used to 
purchase new moves from Bottles 
stand-in Trowzer. Each world is also 
home to a ridiculous transformation, 
which bestows our heroes with a 
unique ability that is needed to 
collect a handful of Pagies. 

As a result, Yooka-Laylee feels 
very much like a late '90s Rare plat- 
former, but even without this rose- 
tinted sheen of nostalgia shining 
through, the game is a lot of fun on 
its own merits. Yooka and Laylee 
explore five expansive worlds on 
their quest to retrieve the One Book, 
which contain a smorgasbord of 
gameplay objectives, from minecart 
challenges and minigames to foot 
races and obstacle courses. Not all of 
these are created equal; the 
minecart tracks in particular can get 
frustrating — especially in the later 
worlds — and you'll need precise 
platforming skills to clear the game's 
many timed challenges, as a single 


error will likely force you to restart. 
That said, there's enough sheer 
variety in the amount of Pagies to 
collect that it's easy to overlook 
some of the more frustrating ones, 
especially if you're not concerned 
about clearing the game 10096. 

As fun as Yooka-Laylee is, it also 
suffers from some problems, most of 
which stem from its deliberately 
vintage approach to game design. 
While maps have become a requi- 
site part of any open-world adven- 
ture, Yooka-Laylee, like all of Rare's 
N64 platformers before it, doesn't 
provide any, so there's no convenient 
way to ever get a bearing on your 
location. As a result, you'll often find 
yourself lost while running around a 
level. Similarly, dying will cause you 
to respawn not at your current 
location, but at the last door you 
entered. While not particularly 
punitive, it's certainly inconvenient, 
often forcing you to retread large 
stretches of land to return to 
where you left of. 

Playtonic's decision 
to hew so closely to 
'905 platformer con- 
ventions works both 
in Yooka-Laylee's à 
favor and to its detri- 
ment. Those who grew 
up with the genre, especially 
Rare's N64 outings like Banjo- 
Kazooie and Donkey Kong 64, 
will find themselves whisked 
back to childhood. Other 
players will undoubtedly 
bristle at the title's archa- 
isms, particularly its lack of 
direction and occasionally 
frustrating objectives, but 
there's enough charm here to 
overshadow these faults and 
make Yooka-Laylee a worthwhile 
download. — KEVIN K. 
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Max-imum Value 


MUTANT MUDDS SHOULD be 
familiar to anyone who's followed 
the Nintendo eShop since its incep- 
tion. As one of the platform’s earliest 
breakout hits, it has earned a repu- 
tation as back-to-basics platforming 
perfection — we said as much in our 
glowing reviews of Mutant Mudds 
Deluxe and its sequel, Mutant Mudds 
Super Challenge, back in Issues #4 
and #21. 

But perhaps you've ignored these 
fantastic wares on 3DS and Wii U — 
in which case, shame on you! As 
penance for such an egregious sin, 
you must immediately download the 
Mutant Mudds Collection for Switch, 
which contains both titles, plus a 
bonus puzzle game. 

First on deck is Mutant Mudds 
Deluxe. As hero Max, you must 
collect 100 Golden Diamonds in each 
level and grab the giant Water Sprite 
at the end, all while blasting the 


ATOOI E 


titular Mudds with your water 
cannon, hovering over chasms with 
your limited jetpack fuel and 
hopping between the fore-, middle- 
and backgrounds. 

Not exactly the wildest formula, 
but these simple trappings belie a 
very measured and rewarding expe- 
rience. Failure never feels undue, 
thanks to exceptionally precise 
controls and obstacles that sit 
always in clear view. Furthermore, 
the difficulty scaling is so gradual 
that, by the end, you've reached a 
state of platforming mastery without 
realizing it. 

Collecting Diamonds unlocks 
three gear upgrades, which can be 
equipped one at a time to seek 
hidden levels within the 20 normal 
stages. Collecting all the Diamonds 
and Water Sprites unlocks Max's 
Grannie as a playable character, 
whose ability to wield all upgrades 
simultaneously is necessary to 
access even more bonus levels. And 
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beyond that are Ghost Levels: spooky 
remixes of the normal stages popu- 
lated by incorporeal Mudds that 
can’t be permanently destroyed. 

At an average of two to three 
minutes apiece, Deluxe’s 80 levels 
are perfect for quick gameplay 
bursts, though such sessions 
threaten to stretch out as you 
declare "Just one more!" time and 
again. And with the ability to disable 
checkpoints from the stage select 
screen, you can up the ante if you 
feel the overall experience is a tad 
too leisurely. 

If Deluxe can be compared to 
Super Mario Bros., then Mutant 
Mudds Super Challenge is The Lost 
Levels: tougher, deadlier and abso- 
lutely merciless! The sequel assumes 
that you've already mastered Deluxe, 
which is reflected by a greater abun- 
dance of spikes and tighter clusters 
of Mudds. Though the adventure as a 
whole has been reduced to just 40 
levels, the increased difficulty means 
greater caution must be exercised, 
thereby extending the average stage 
length significantly from before. 
Victory will be that much sweeter as 
a result! Still, you will rage . . . oh, 
will you ever! 


However, one element keeps 
Super Challenge from surpassing its 
predecessor: bosses. A new addition 
to the sequel, these encounters 
demand that you capitalize on 
extremely narrow windows of oppor- 
tunity to deal damage — so narrow 
that you often have to rely on luck to 
power onward. For a game so 
focused on precision, bosses feel 
woefully out of sync. 

Rounding out the collection is 
Mudd Blocks, a puzzler in which you 
drop colored blocks and bombs to 
destroy those blocks. Easily the 
weakest member of the ensemble, 
Mudd Blocks is a serviceable distrac- 
tion, but unlike its roommates, | 
wouldn’t recommend it alone. At the 
very least, it makes solid use of the 
Switch hardware by offering multi- 
player using single Joy-Cons, TATE 
mode for vertical-oriented tabletop 
play and even optional touch control. 

I've been a fan of Mutant Mudds' 
commitment to solid platforming 
with none of the fat since Day 1, so 
this collection was always going to 
receive my recommendation. Two 
incredibly satisfying tests of gaming 
prowess with a quaint oddity on the 
side — what's not to love? - TONY 


Westward Leading 


REPLICATING THE FEEL of classic 
games is much harder than it seems. 
Take Rain Games’ previous release, 
Teslagrad, as an example — it’s a 2D 
puzzle/platformer that focuses on 
the powers of its hero, rather than 
the world surrounding him. It’s a 
simplistic yet engaging approach 
that just works on every level. The 
same team’s now chasing that thrill 
in a different genre, which is exciting 
— but will it work out? 

World to the West sets itself apart 
from its predecessor with four differ- 
ent playable characters, 3D visuals 
joined with the flow of 2D Zeldas 
and, most of all, a new world to love. 

World to the West's way of telling 
its tale is also much more direct than 
Teslagrad. While Teslagrad left a lot 
of things open to interpretation, this 
newer adventure has a deep plot 
with a variety of characters. The 
story follows the four distinct heroes 
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through a wide world of puzzles, 
combat and exploration. The charac- 
ters each have their own motivations 
for embarking on this journey, but 
they all seem to tie into the fulfil- 
ment of an ancient prophecy. 

They all have their own special 
abilities, too. Lumina is the daughter 
of Teslagrad’s protagonist and keeps 
alive the family tradition of electrical 
powers, while Kraus is a tiny orphan 
who can dig and use his small size to 
access out-of-the-way areas. Terri 
the Mindbender specializes in mind 
control and teleportation (which she 
uses to great effect in getting a 
squirrel to hand over an artifact). 
But my personal favorite is Lord 
Clonington, a strongman who uses 
his immense strength to smash open 
paths. The Lord wants to be an 
adventurer badly, and | had a great 
time using his power for exploration! 

Exploration and puzzle solving are 
the talking points of World to the 
West. The different ways you can 


approach each section of the world 
are remarkable. | played with more 
of a combat focus, while others 
might try to use stealth and avoid all 
of the enemies. Although those 
players would clear puzzle- and 
exploration-focused areas quickly, 
they would spend additional time 
sneaking past the enemies. Both 
approaches are perfectly valid ways 
to get through the game... until you 
get to the second half. 

The second half is where World to 
the West somewhat disappointed 
me. You have to juggle all four char- 
acters at once, and that’s more 
hassle than it’s worth. Every charac- 
ter must touch checkpoints, head to 
specific locations and perform tasks 
that only they can do. This can be 
grand for seeing everything the 
game has on offer — but seeing 
certain areas four times over gets 
old fast. Now, don’t get me wrong: 
Some puzzles would suffer if | could 
change characters easily at any time, 
but there could have been a better 
way of handling it. 

The puzzles save the experience 
from completely falling from grace. 
They are some of the most clever 
moments on the Switch so far! While 


| won't spoil any of them here, they 
will challenge you to think outside 
the box. The usage of the various 
abilities is rather impressive and 
gives the four characters a reason to 
exist. Pair that with the beautiful art 
that the developers put in, and there 
is sincerely a fuzzy feeling that can 
be taken away here. Rain Games 
truly pulled at my heartstrings. 

At the end of the day, World to the 
West is just good — not great. The 
experience has big highs and lows 
that cancel each other out in the 
long run. There's a meaty eight-hour 
experience to be had, which most 
will get a kick out of. That being said, 
the four person sections continue to 
give me pause, as I really think there 
could've been a better way. Perhaps 
a solution will be found, but that 
remains to be seen! - DAAN 
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Steam Back to the Stars 


HOT ON THE heels of Image & Form’s excellent Switch debut, 
SteamWorld Dig 2, we've received a port of their previous game, 
SteamWorld Heist, which has arrived on Nintendo's newest system 
in an Ultimate Edition that includes the 2015 game's DLC pack 
(that features ties into the story of Dig 2). Right off the bat, let's 
get one thing out of the way: SteamWorld Heist is arguably one of 
the best games of its kind and another home run from Image & 
Form. This is an awesome, masterful turn-based strategy game 
that has lost nothing since launch. The Switch version is the defin- 
itive version, including the DLC and solid touch controls. 

Backing up, Heist is different from the Dig duology, though it 
retains the same world and art style. The story centers on Piper 
Faraday, a smuggler robot, and her ragtag, distinct crew. Each 
character is brimming with personality and has their own level 
progression and abilities. The only issue with the roster is that if 
you have a few favorites, some crew members can get cast aside 
and end up underleveled. It's not too taxing to grind to bring them 
up to par, but maintaining a balanced roster can be a burden. 

Most of the stages are procedurally generated, making any 
kind of grinding a lot better. In a turn, each of your three robots 
can move and attack. Attacking is done by firing their equipped 
gun by free-aiming. Aiming can be tough, as the gun barrel moves 
as the robot breathes. (Robots breathe?) Some guns come with 
laser sights that make it easier to line up shots. Guns are acquired 
from in-game shops or as loot in stages. 

What makes Heist work so well is that its gameplay loop is so 
focused and addicting. Levels are streamlined, so you can hop in, 
plan your movements and attacks, and get to getting. Everything 
flows so nicely, and an easy-to-tweak array of difficulty settings 
gives you the ability to change the challenge to your preference. 
In short order, you'll be drowning in loot, which takes the form of 
weapons, assist items, hats, and the in-game currency, water. 
Limited inventory space makes you take stock of what you have 
often, and while that can be a burden, it's not that problematic. 

The added DLC is integrated with the game, adding some 
content primarily near the end, as well as FEN (who is familiar if 
you played Dig 2). It's a great addition. The touch controls also 
work way better than I would have thought. 

SteamWorld Heist is an incredible strategy game that is still 
worth checking out even more than two years after its initial 
launch. It's brutally effective at putting you into tough scenarios 
that you need to use skill and strategy to get out of. 

Seriously though — if you missed it the first time 
around, the Switch is a great place to play 
this truly fantastic game! — NEAL 
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A Ballet of Bullets 


ROGUELIKES HAVE BEEN a constant in 
indie games for years, and even more so in 
the Switch’s first year. Enter the Gungeon, 
from Dodge Roll and Devolver Digital, is 
one of the "bullets everywhere" shooter 
variety that, if you’ve ever checked out The 
Binding of Isaac in the past, has a similar 
structure. 

Originally released on PC in 2016, Enter 
the Gungeon is an extremely challenging 
game, but thanks to fantastic procedurally 
generated levels and a wide variety of 
weapons and items, it doesn’t get that frus- 
trating. It hits upon the ideal of roguelike 
games, where the challenge of true com- 
pletion is brilliant for those looking for a 
tough-as-nails time, but the gameplay is 
strong enough for less skilled players to 
have a good time too. That balance is 
important for the genre, and Gungeon nails 
it. 

The basic setup is that you're trying to 
break through the fabled gungeon to find a 
gun that can kill the past. Really, the plot 
isn't that important, but it does provide a 
reason for the random level designs. Once 
you get into the gungeon, you'll attack it 
floor by floor, exploring rooms and looking 
for more items, eventually culminating in a 
boss battle at the close of the floor. 

Death comes frequently, but deaths can 
be learning experiences or even just a good 
time that is satisfying even if it ends in 
failure. Each floor holds lots of enemies, as 
well as a shop and treasure chests. The key 
is simply to survive the insanity swirling 
around you — while also building up a nice 
armory to more easily take down your 
foes. 
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You can choose between four different 
characters, each with their own perks and 
abilities. Early on, | relied on the Marine 
and the Hunter, as the Marine has an extra 
piece of armor and quicker reload, while 
the Hunter comes with a powerful 
crossbow that was helpful while | got a grip 
on the game. 

The controls are twin-stick, where one 
analog stick controls the character and the 
other aims their ranged weapon. Each hero 
has a basic gun with infinite ammo, but 
across the various gungeon floors are 
other ridiculous and crazy weapons. Some 
are normal, like a shotgun, but others are 
over the top and weird, like a projectile 
pillow, insane lasers or a gun inspired by 
Mega Man's arm cannon. That kind of 
exploratory nature of each weapon makes 
Gungeon grand. A wide variety is available 
at the start and a currency earned by 
beating bosses lets you add even more to 
your repertoire. 

While this feature has been in other 
releases, it was humorous how often I'd 
talk to a Gungeon player who never tried 
the co-op. The Switch version makes great 
use of the co-op mode, where the second 
player plays as the Cultist, who can revive a 
player when another falls, making co-op a 
tiny bit more lenient. However, being a 
shooter game where friendly fire hurts, 
co-op is its own special kind of frantic 
insanity. 

Enter the Gungeon is an excellent 
roguelike on Switch, with a lot of variety to 
be had even when the goings gets oh-so- 
very tough. For my money, it's near the 
best of its style on the system, and if you 
have a passing interest in the genre, it 
should be checked out. — NEAL 


LEVELS: 3—IX 
BANDAGES: I2 


LEVELS: 3-20 
BANDAGES: 4 


Even Meatier Than Before 


SUPER MEAT BOY has become an institu- 


tion. First released in 2010, the game was 
made under desperate circumstances by a 
small team of passionate outsiders, and in 
the end, it made millions. The development 
of Super Meat Boy was also chronicled in 
the hit film Indie Game: The Movie, further 
driving it to legendary status, while inspir- 
ing people around the word to take up 
game development themselves. 

Eight years later, you'd think that enthu- 
siasm for the game would have waned — 
but according to co-creator Tommy 
Refenes, Super Meat Boy's first day of sales 
on the Switch were nearly as high as its 
first day on Xbox Live Arcade at launch all 
those years ago! Meat Boy is still well 
known and well loved. There are a lot of 
reasons for that. 

The first reason is the charming charac- 
ters. They're adorable but wounded, 
making for a mix of sweet and sour that 
brings out the best in both flavors. That 
same mix is soaked through every aspect 
of the game. Meat Boy is one of the most 
athletic characters in platforming history, 
with the ability to jump incredible dis- 
tances, leap and slide up walls and run at 
speeds that would make a hedgehog 
jealous. He's also completely defenseless 
as he constantly runs head first into 
danger. In a world filled with death traps, 
the player must learn to steer Meat Boy 
like they would a fragile but incredibly 
agile vehicle. Thanks to a beautifully drawn 
difficulty curve, players are gradually 
taught to eventually master levels that can 
kill at a rate faster than sixty deaths per 
minute. Super Meat Boy's creators were 
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aware that eventually, the player would die 
tens, maybe hundreds of times on later 
stages, so they instituted a replay system 
that shows you all of your attempts to beat 
a level at once. Watching all those earnest 
little Meat Boys rush into an obstacle 
course of horrors, each getting bumped off 
one by one until the lone survivor makes it 
to the finish line? That's one of gaming's 
greatest joys, right alongside stomping 
your first Goomba or eating your first 
Power Pellet. 

A load of unlockable characters help to 
prevent the action from feeling repetitive — 
they essentially work like Mario's suits 
from his later 2D games. CommanderVideo 
from the Bit.Trip series can float, The Kid 
from I Wanna Be The Guy can double jump, 
Gish can stick to walls and so on. Boss 
fights, optional Dark World stages and a 
handful of boss fights also work to keep 
things fresh, and even after it's all over, 
there's plenty of post-game content. 

This Switch port also has a new two- 
player race mode. You and a friend (or foe) 
can go head to head in a split-screen dash 
to see who can get to the end of a series of 
stages first. It's definitely fun, but it feels 
more like two parallel games running at 
the same time than a true competition. It 
would be great if Team Meat could add 
split-screen co-op and the Steam version's 
characters in a future update, but if not, 
this is still a great port of a classic game, 
and a perfect fit for Switch. — JONATHAN 


The Switch Has Worms 


THE SIMPLE-TO-UNDERSTAND strategic 

elements of Worms used to be able to hook 

me for hours on end, in particular thanks to the 

endearing character design. My preferences have 

shifted over the years, so much so that I forgot to pick up Worms 
W.M.D when it originally released! Naturally with the Nintendo 
Switch version out now, | was more inclined to give that one a go. 
I'm so glad that | did, because Worms remains a charming experi- 
ence that | can't stop tinkering around with. 

Unlike other recent entries, Worms W.M.D goes back to its 
roots in spectacular fashion. The 2D gameplay sees you moving 
around units, then picking a weapon of choice with the goal of 
hurting or killing as many opponents as possible. You can get a 
strategic edge by skillfully utilizing the environment to score 
multiple casualties with a single attack. The battlefield is awash 
with crisp graphics and all sorts of silliness that's weirdly warm 
and cozy. The Worms spout their usual one-liners and farewells 
like they always have — you can even personalize the names, 
phrases and animations when you get ready for multiplayer 
matches. That last part shouldn't be a surprise, as tense and 
comedic back-and- forth battles are what Worms thrives on. You 
can play multiplayer matches on one system either locally against 
other Switch units or unlocally over your Internet connection. 

The gameplay is a throwback to the classic Worms games, but 
alongside that throwback is a core element that falls somewhat 
flat: the camera. I found that it didn't cooperate at moments, 
which took up time from my turn. This is something that you get 
used to in time, but the results can be pretty harmful. As a result, 
| was at war with the first few single-player levels, restarting them 
often because of camera snafus. The single-player campaign is 
nothing too insane, but it's enjoyable to go through the missions. 
It helped me to prepare for what was to come in the multiplayer 
and offered challenging new perspectives. 

For all the returning weapons and gameplay, Worms W.M.D still 
has plenty of new content. Standard weaponry, like grenades and 
guns, are all there. If you want to step up your game, however, 
you can look for turrets and sniper stations in the levels. A lot of 
destruction can be caused with these. Vehicles such as tanks and 
helicopters are also available for mayhem. In both instances, the 
opponent can take these objects from you and immediately use 
them to throw off your strategy. It adds a fun new layer to an 
already sharp experience. 

In the grand scheme of things, Worms W.M.D feels like a return 
to form for the franchise. If you're searching for a strategic 
timesink, this game can get you quite far! - DAAN 
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Kris Makes a Comeback 
POKÉMON CRYSTAL 


THERE’S NO DENYING that Pokémon Crystal is one 
of the most well-built games on the Game Boy Color. 
This follow-up to Pokemon Gold & Silver built on every- 
thing that came before in the series, then added an extra 
layer of beautiful polish. 

The question is whether or not Pokemon Crystal is still a worthwhile experi- 
ence on the 3DS, now that other, far more advanced titles in the series are also 
vying for your time. Games like Pokemon Ultra Sun & Ultra Moon come jam- 
packed with additional features, more impressive visuals and, of course, online 
play, so you'd be forgiven for thinking that Crystal is something that can be 
easily skipped. 

There are definitely parts of this game that will frustrate anybody who's 
used to more advanced Pokémon titles. You'll easily lose patience with the 
limited inventory in your bag, and leveling up every member of your team is a 
slow grind as the game is relatively stingy with experience points. Crystal also 
relies a little too heavily on the real-time clock, and you'll find yourself waiting 
impatiently for certain events that will only happen once a week. 

That said, if you can look past the dated elements of this game's presenta- 
tion, there's a truly solid gameplay experience underneath. Crystal is a relic 
from the past, and for those who enjoy the nostalgia of older Pokémon titles, or 
for those who are coming to this fresh but are willing to tolerate some imper- 
fections, there's a lot here to enjoy. 

There's a reason that the original recipe for Pokémon games conquered the 
world, and Crystal is the result of taking that initial formula and jamming in a 
bunch of new gameplay mechanics so that it really shines. The game may bea 
bit rough around the edges by today's standards, but its fundamentals are 
solid, and its flaws can be forgiven. 

Perhaps the most noteworthy element of Pokémon Crystal on the 3DS is the 
fact that, finally, after 20 years, players outside Japan can officially enjoy the 
GS Ball event that the anime made out to be such a big deal. After beating the 
Elite Four, you're able to journey to Пех Forest to capture the mythical Celebi 
(without having to fiddle around with a morally ambiguous cheat device as 
some of us did when this game was new). 

For a relatively short chunk of additional gameplay, this event actually does 
a great job of creating a sense of gravitas and atmosphere. Perhaps it's the 
excitement of seeing something that has otherwise always been locked away, 
but there is some definite, palpable magic in the air as you tackle Celebi, and 
for longtime fans of Pokémon this small event might justify the entire experi- 
ence of playing this classic game yet again. 

Pokémon Crystal hasn't aged perfectly, but this is still a beautiful game that 
deserves to be played one more time. So grab your PokéGear, stock up on some 
Apricorns and head out to explore Johto once again! — MATTHEW L. 
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A Long-Lost Life Force 


SALAMANDER 


SO, WHEN’S THE last time you just 
went casually browsing through the new VC releases in the Wii U eShop? 

Yeah, that’s what | thought. 

There’s no shame in paying the last gen digital storefront little to no atten- 
tion any more, inundated as we are with so many new Switch eShop releases 
each and every week. But | just accidentally happened to catch the briefest 
glance at Nintendo's official recent releases list for the old dual-screened 
console while looking for some other info on some other games . . . and this 
absolute gem caught my eye. We've had a full year of we Switch owners twid- 
dling our thumbs and wondering when (if ever) the Virtual Console will finally 
make the leap to the new era, and all the while some stalwart champion of the 
old catalog has continued to add game after game after absolutely classic retro 
game to the Wii U lineup. 

And so it was by total surprise that | saw soaring way, way, way under the 
radar — Salamander. The TurboGrafx-16 version of Salamander. The game that 
was brought to the NES as Life Force, and loyal NF readers know that Life Force 
is one of my all-time 8-bit favorites thanks to its historical status as the first 
cartridge my brothers and | got for our shiny new NES system after playing the 
pack-in Super Mario Bros./Duck Hunt to death. 

We brought that copy of Life Force home, then played it to death — both solo 
and in two-player co-op, we learned that game's levels by heart. Memorized 
them. 

This isn't them. 

Being such a fan of the NES edition for so many years, I'm surprised that I’ve 
never before thought to try out any of the many other versions of this same 
game (with its different names). This TG-16 version (which never officially came 
to North America before this late 2017 Wii U release) looks a lot like a more 
colorful and detailed version of Life Force in Stage 1, but then Stage 2 is totally 
different — an asteroid gauntlet with dozens of enemies and bullets swarming 
the screen at once. As the NES wasn't up for that level of insanity on its more 
limited hardware, Life Force's second stage was totally revamped. 

Other levels are altered too, if you're skilled enough to reach them — this 
version of the game is a lot harder than what my eight-year-old self got used to 
three decades ago, and I'll readily admit that | had to turn to the Restore Point 
feature built into the Virtual Console emulation to make forward progress. 

What's more, the power-up scheme here is totally different! Blasted enemies 
simply drop weapon, shield and Option upgrades for you to collect, instead of 
you having to store up energy currency to "buy" those same bonuses. 

| guess I'm just amazed that there are still so many surprises for me to 
discover in such an old game — one I thought | already knew so 
well. It's just reinforced my approval of the practice of 
porting old games to new hardware, because had it not 
come to Wii U, | never would have known! — LUCAS 
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One More for Wii 
HIVE JUMP 


I WANTED TO like Graphite Lab's 
Hive Jump a lot more than | was 
actually able to. The space marines 
of the heroic J.U.M.P. Corps fight to 
stop evil alien invaders! SRPG and 
shooter elements combined! It all 
sounds great on paper, but falls a bit 
short in its execution. 

The game has three main modes: 
Campaign, Challenge and Arcade. 
Challenge and Arcade modes are 
both meant to be more pick-up-and- 
play, offering specialized mission 
objectives in the former and a 
streamlined version of the action in 
the latter. It's in Campaign where the 
real heart of Hive Jump resides. 
Here, gameplay is split into strategy 
and run ’n gun segments. Оп the 
map, players utilize Goo (the game's 
currency) to build and fortify bases 
on the mass of interconnected nodes 
that comprise the world, while also 
taking turns attacking nearby enemy 
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encampments. Enemies, in the 
interim, can also try to take over any 
nodes that are empty or weakly pro- 
tected. 

This segment of play is briefer in 
comparison to the shooting 
segments, where the bulk of your 
time is spent in Hive Jump. Up to 
four players can join in on invading 
the various enemy bases that litter 
the landscape. Their interiors are 
randomly generated, which makes 
for a good deal of variety with each 
mission. Once inside, players run 
around blasting baddies, collecting 
Relics for various power and ability 
buffs and gathering Goo for the 
aforementioned SRPG segments of 
the game. That all sounds great, 
right? Which it should be! Sadly, Hive 
Jump has some issues that hold it 
back. 

For starters, the core run ’n gun 
gameplay, while fun in spurts, 
quickly grows to be bland due to 
some unfortunate repetition. 
Environments and even enemies 
quickly begin to bleed together, 


ifie Rod 


^ ^ 
Pulse Rounds 7m, 


Fuse Grenad; 


despite the random stage generation 
in use. Enemies take quite a few 
rounds to bring down - to say 
nothing of the bosses — which 
provides for an unnecessarily artifi- 
cial challenge. 

Hive Jump further stumbles in 
how it brutally sends players right 
back to the beginning of a stage 
once they’ve expended all of their 
ife. If the stages and variety were 
better structured it'd be more com- 
pelling to keep going back for more, 
but as it is, this design choice 
rankled. 

Further compounding Hive Jump's 
issues is the fact that the strategy 
segments feel superfluous. While I’m 
sure the design team was sincere in 
their conception, the execution is 
lacking — it feels like they were 
tacked on just for the sake of variety. 
The time spent building bases and 
taking turns attacking the enemy is 
woefully short and lacking in any 
real depth. The brevity of these 
segments and overall lack of nuance 
makes them smack of filler. It's a 
heartbreaker, because I think that 
there's something really potentially 
special at Hive Jump's core that the 
team just fell short of capturing. 


Moving over to presentation, Hive 
Jump is also a mixed bag. Visually, I 
loved the sprites of the main charac- 
ters and enemies, as well as the 
overall style of the environments. 
Sadly, there are considerable perfor- 
mance issues — mainly revolving 
around some unforgivable framerate 
dips — that make the action hard to 
follow and weakens the proceedings. 
Also, while Hive Jump becomes con- 
siderably better the more people 
there are playing, the tradeoff is that 
the game starts chugging even 
harder with the extra bodies present. 

The soundtrack, meanwhile, is 
solid, but it doesn't do much to stand 
out. It's always nice to hear chip- 
tunes, however, and | thought what 
was on offer here was pleasant. 

Hive Jump has a strong premise, 
but it stumbles out of the gates. 
Bland strategy elements and redun- 
dant level design and enemies 
throttle what could have been a true 
gem. While it's fun when played with 
a buddy or two, performance 
problems grind the pace down to an 
unacceptable low. Hive Jump has 
some decent pixel art and music in 
tow, but all of its faults make this 
one hard to embrace. — ROBERT 
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A YOUNG PINK-HAIRED man 
once called fashion "a glimmer of 
hope in an otherwise cruel world." 
Add some bubblegum pop and fancy 
dancing, and that glimmer becomes 
a sparkling ray of light. Style Savvy: 
Styling Star was Nintendo's 2017 
Christmas present to American fans, 
and we must have been really good 
last year to get this colorfully 
musical entry to the franchise! 

The core of Style Savvy has 
always been customer service: You'll 
sell customers clothing and accesso- 
ries based on requests and visual 
cues, with interesting wrinkles 
thrown in from time to time such as 
staying under a fixed budget or 
sticking with a certain color or 
pattern. You'll also be on call at the 
hair salon and beautician, as well as 
the reintroduced menswear shop, as 
you progress through the game. 
However, aside from your regular 
customers, you'll find that a lot of 
your clientele are fairly... 
Like one young lady who came in my 
store for a lucky green outfit to ace 
her audition, and then returned the 
next time I turned on the game with 
the exact same request. And a lot of 
the more interesting customers get 
shoved to the background once the 
main storyline heats up. 

Styling Star's central story deals 
with a trio of young women each 
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forgetful. 


looking to become the next enter- 
tainment superstar. They all have 
their own signature style and individ- 
ual path to stardom, and some of the 
most entertaining storylines I’ve 
ever seen in a video game. (It’s 
worth noting that Styling Star was 
written by anime screenwriter Reiko 
Yoshida.) While | found Rosie’s 
country girl antics to be а little 
ordinary and generic, and sympa- 
thized with Yolanda looking to 
spread her wings and escape her 
family’s influence, | thought that 
Alina really stuck out — and not just 
through her love of mecha anime 
and her Kyary Pamyu Pamyu-esque 
fashion sense. Nintendo took a risk 
and left two of her performances in 
Japanese, which I thought worked 
perfectly for her character. 
Improvements include an option 
to tell your customers to hold on for 
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a quick restock, and a new day/night 
system that runs independently of 
your system clock, so you'll be able 
to sell beachwear and flip-flops in 
mid-February. Also, you'll be able to 
completely outfit your shop with 
walls, flooring, display racks and 
merchandise from the ground up 
instead of relying on pre-arranged 
shop backgrounds like in past titles. 
The major downside is that we 
have the UK English localization 
again, which caused me a spot of 
bother when I forgot that "jumper" 


means "sweater" across the pond, 
and you'll need to get used to 
sneakers being called "trainers." The 
second major downside is the scaling 
back of the fashion design function, 
which was reintroduced in Fashion 
Forward. While it unlocks early in the 
game and allows you to design 
clothing and accessories you can sell 
on Nintendo Network, it only comes 
into play near the end of the story. 

While Styling Star's focus veers 
slightly from the franchise's original 
direction, it's in a good one, and I 
spent a good 40 hours thoroughly 
entertained by stories of the bonds 
of friendship and dreams of stardom 
coming true. It's the best title in the 
franchise by far and is an overall 
improvement on everything the fran- 
chise has introduced. Styling Star 
deserves all the praise — and this big 
Toblerone. — REBECCA 


Travel Back to Mario’s Earliest Era 
& 


BETWEEN VIRTUAL CONSOLE 
services and Nintendo’s recent foray 
into plug-and-play systems with the 
NES and SNES Classic, fans have no 
shortage of options for playing the 
company’s legacy titles. One area of 
Nintendo’s history that remains 
underrepresented, however, is its 
arcade portfolio. While many of 
Nintendo’s biggest arcade hits would 
go on to be ported to NES and other 
platforms, the original arcade 
versions have, up until now, never 
appeared on a home console — а 
void that Nintendo is now looking to 
fill with the help of Hamster, the 
studio renowned for the Arcade 


The first two Nintendo arcade 
games to arrive on Switch as part of 
this venture are Mario Bros. and Vs. 
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Archives line of classic coin-op ports. 


Super Mario Bros. The former hardly 
needs an introduction at this point, 
having appeared in numerous forms 
across many different consoles and 
titles, but it remains one of 
Nintendo's most iconic arcade titles. 
The latter, meanwhile, is an intrigu- 
ing and obscure piece of Nintendo's 
history — a rare version of the NES 
Super Mario Bros. remixed for 
Nintendo's two-player Vs. System 
arcade cabinet. Each game is an 
enjoyable and faithful conversion in 
its own right, but taken together, 
they represent a solid start for the 
Nintendo Arcade Archives line. 
unlike the Super Mario titles that 
would follow it, Mario Bros. is a 
single-screen action game that tasks 
players not with rescuing Princess 
Peach, but with ridding a sewer of 
the turtles, crabs and other vermin 
that inhabit it. These enemies 
emerge from pipes at the top of the 
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screen, and your object is simply to 
clear the field and advance to the 
next stage. Rather than stomping on 
the foes to dispatch them, however, 
you must punch the floor beneath 
them to topple them over, buying 
you a few seconds to then hop up to 
their level and kick them away. 
Despite being fairly rudimentary 
by today's standards, Mario Bros. is 
still fun to play, particularly with 
another player — and the arcade 
version looks richer than its NES 
port, featuring more detailed sprites 
and animation. The game also 
becomes tricky quite quickly when 
enemies flood the screen, com- 
pounded even further when you're 
vying with a friend to collect coins 
and knock foes away. Mario Bros. 
doesn't have enough substance to 
keep solo players engaged for more 
than a few minutes at a time, but it 
remains a hectic and fun competitive 


game if you have a Player 2 around. 

Vs. Super Mario Bros., at a 
cursory glance, looks indistinguish- 
able from its NES counterpart, and 
the games are indeed largely identi- 
cal. As in the NES title, you're tasked 
with trekking through eight worlds 
broken up into four levels apiece, 
each culminating in a castle stage 
that ends with a boss battle against 
an imposter Bowser. Early on, 
however, the game begins to reveal 
its differences; power-ups that would 
normally appear in a certain block 
have been replaced by coins, while 
1-Ups are missing entirely. 

Moreover, many of the stages 
unfold in completely unexpected 
ways partway through the adven- 
ture, incorporating elements from 
Super Mario Bros.' at-the-time in- 
development sequel, The Lost Levels. 
As a result, Vs. Super Mario Bros. is a 
more challenging affair than the NES 
game on which it was based. Even if 
you're intimately familiar with the 
original title, this arcade version 
features enough differences to trip 
up even the most seasoned players. 

Both are worth a download if 
you'd like to revisit an oft-overlooked 
era of Nintendo history! — KEVIN K. 
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The Adventure Concludes 


THE LEGEND OF ZELDA: BREATH OF THE WILD - THE CHAMPIONS’ BALLAD 


| DID MY best to completely block 
all information regarding the 
Champions’ Ballad content for The 
Legend of Zelda: Breath of the Wild, 
and it paid off. The secrets and sur- 
prises are worth the cost of entry 
and reveal themselves brilliantly, 
and of course it’s peppered with 
great cutscenes featuring the 
Champions. 

The subquest starts where the 
whole thing started, back at the 
Shrine of Resurrection — which is so 
ingenious, inviting you back to where 
all paths began. Once Link puts the 
Sheikah Slate back on the pedestal 
he got it from, the quest begins and 
a weapon appears: the four-pronged 
One-Hit Obliterator. This weapon can 
annihilate any enemy with its 
namesake one hit, but just carrying 
it also takes you down to a quarter 
of a heart, meaning any enemy can 
also annihilate you. Nasty trade-off. 
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This may seem like a harsh begin- 
ning, but at this point the developers 
can assume most of the people pur- 
chasing this DLC have already 
finished the game and want a new 
challenge. Zelda tells you of a few 
tasks on the Great Plateau that need 
to be accomplished to raise new 
shrines. Most of these involve taking 
on groups of enemies outside of 
each hidden shrine’s location. 
Sounds simple enough, but the 
Obliterator’s power can only be used 
twice, and these bands of baddies 
contain far more than two enemies. 

So, after a little skilful strategy is 
employed, the shrines will rise. The 
shrines must be completed with the 
quarter heart as well, so no rest for 
the weary. These shrines are more 
perilous than most, but | didn’t have 
too much trouble with them. When | 
saw the Major Test of Strength shrine 
| gulped, but then | remembered that 
as long as | landed the first blow I'd 
be fine. 


Once these shrines are com- 
pleted, your quest expands to the 
entire map, asking you to visit the 
areas of the Divine Beasts once more 
for further exploration. When you 
arrive near a Divine Beast, you must 
find the marker that was placed on 
your map. This signifies a landmark 
where Kass will be waiting. Kass will 
give you clues via his song, and then 
map locations appear on the pillars 
of the landmark. This was a bit 
tricky. Most of the locations revealed 
were fairly obvious, but some had 
very few clues to go on. The pillars 
show an aerial shot, where your 
actual map is topographical, so the 
two can be tough to reconcile. Once 
you have some stamps in place, Link 
must traverse the landscape to see if 
his map markers were placed well. 
All of the trial locations are obvious, 
as there is usually a character there 
to tell you you’re on the right track, 
or something to indicate the nature 
of the trial. You'll be felling beasts, 


flying through rings or hitting targets 
to get yet more shrines to rise. Upon 
completion of those shrines, it’s then 
time to head back to the Divine 
Beast. Kass will be there again, and 
Link will enter the Illusory Realm 
where he will face Ganon's Blights 
again. There’s a catch though, as 
there has been throughout this 
quest: You must face the Blight with 
the limited equipment that the 
Champion had when they were 
defeated. The bosses have the exact 
same patterns, but prove more diffi- 
cult because there’s no way to 
prepare yourself better and there 
are little to no healing items. This 
makes sense, as the Champions were 
caught off-guard by Ganon’s trick 
100 years ago. You also don similar 
armor to the Champions, but in the 
end it’s more a cosmetic touch than 
any hindrance or help. (These outfits 
can also be found in-game using the 
Champions’ amiibo set.) 

After defeating the Blight, that 
Champion's ability will be upgraded, 
meaning that it recharges faster. 
After a healthy amount of gameplay 
and defeating the Blights, the 
orchestrator of the quest, Monk Maz 
Koshia, contacts you and asks you to 


return to the Shrine of Resurrection. 
Once there, you place the Sheikah 
Slate back on the pedestal and it 
opens an elevator. Once you take the 
trip far down into the earth, you exit 
into what is essentially a Divine 
Beast dungeon. Giant gears fill the 
room and it seems that there are 
very few paths forward. Once you 
gain the map, you realize that you 
can rotate the dungeon using Divine 
Beast controls. Tilting it doesn’t do 
much until the gears are in place 
though. The whole dungeon is very 
well designed, and each time you 
complete a section of the dungeon 


you feel a sense of accomplishment, 
as the puzzles are unlike anything 
you've seen in the game to this 
point. Each room has its own ele- 
mental theme as well, and all tie into 
the shrines that you've completed 
previously. They really make you 
stretch the limits of your abilities. 

Upon solving the enigmas of the 
dungeon, you come to the cage 
holding the Sheikah Monk Maz 
Koshia himself. If you have com- 
pleted all the shrines up to this point 
you've seen this scene occur 136 
times before. Except this time the 
decrepit mummy MOVES! 
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Not only that — he also becomes 
the boss of the dungeon you just 
faced. Transporting you to a 
platform high above Hyrule, the 
ultimate battle begins. While Maz 
telegraphs his moves, having to fight 
a boss that can replicate himself — 
with each replicant having their own 
moves — can get sticky really fast. 
Maz will grow and shrink himself at 
will, becoming formidable and even 
seeming a bit feeble at times. Don't 
underestimate him though, as his 
attacks will deplete your life rather 
quickly. Luckily, you can take all the 
time you need to prepare for this 


battle and use all of your previously 
found equipment. 

After defeating the Sheikah Monk, 
you're at last granted your own 
Divine Beast — a small one, at least. 
A motorcycle, called the Master 
Cycle Zero. This thing is such a blast 
to use, but you'll notice that a lot of 
Hyrule is simply not built for cyclin'. 
The bike runs on fuel, and requires 
consumables to run. Just like Mr. 
Fusion in Back to the Future, just 
throw any old junk in there and off 
you go again. It even has a decent 
fuel tank! Hopefully you have some- 
where left to go! — BRETT 
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ARLO’S HEADCANON 


SIGNIFICANT OTHER M 


THE SHIP’S SYSTEMS hummed pleasantly and the stars were clear and bright. Out the window she could see the curve of the 
planet below, stretching out of sight in either direction, a band of perfect blues and greens. Samus tapped at her console, trying her 
best to ignore it. 

Her recent raid on a Space Pirate outpost had turned up some disturbing contraband: four crates of refined gatronium. That much of the 
highly volatile substance could be used to create a subspace-buckling explosive. It would be a tricky thing even for the most skilled scientist... 
but she had learned never to underestimate the Space Pirates. So she dug through trade and security logs, analyzed chemical samples, cross- 
referenced Federation surveys — anything that might shed some light on her enemy’s plans. 

For amoment her eyes drifted to the planet out the window... but she quickly pulled them back. She didn’t need any distractions right now. 
She had a job to do; a galaxy to protect. She opened a log file she found on a console at the outpost and began decrypting it, running it through a 
series of algorithms... 

Her fingers paused, hanging in place before her for a brief second. Then she swept everything on the display aside with one quick motion of her 
hands and banged in the execution command for her surveillance probe. An image from the planet appeared on-screen and her heart skipped a 
beat. There, on the display, was a live feed of... him. 

Samus dramatically put her hand to her chest (her Power Suit clanged as she did so) and gave a little gasp. 

"My love... why do you haunt me?" she said to the display. She stood up and began pacing wistfully around the cabin. 

After a few pregnant moments, she spoke. "You must understand, I’ve never felt this way before. I’m Samus Aran, intergalactic bounty hunter. 
I’ve single-handedly wiped out entire colonies of the Space Pirate scourge, | drove the Metroids to within an inch of extinction, I've fought horrors 
beyond your imagining and I’ve always been victorious. But you..." 
She glanced back at the display. "In all my years, you are the only person to make me feel what | feel now. You are the only person in the galaxy 
to snare me with such an intense magnetism — with such staggeringly good looks!" She looked into those smoldering eyes, then down to that 
equally smoldering mustache... 
Then she turned away and began pacing again, more quickly now. "But you see, our love cannot work. | cannot be with you. The Chozo 
entrusted me with this Power Suit and | have learned that there will always be evil in this galaxy. And as long as there is evil, | must be there to 
stop it, traveling from world to world, sector to sector, hunting it down and snuffing it out." Her voice rose. "My life is one of isolation! | must 
remain unchained!" Then she whipped around to face the console and nearly shouted, "I can’t be with you! Don't you understand?!" 

e figure on the display couldn’t see or hear her, and it sat quietly on a rock, eating a mushroom. 

d at the sight of those vacant eyes she launched herself at her console, her arms and helmet crashing against the display as she embraced it 
dly. She held herself there, pressed up against that rapturous image. 

h, my love... what do | do? What can I do? I cannot cast this life aside and allow the Space Pirates to dominate 

ation Space... but | also cannot deny my love for you. | have traveled the stars and | know what is written in 

: that you and | were meant for each other." 
ifted one armored hand and slowly traced the letter on the figure's cap with her finger. 


etter never failed to send a happy sigh from her lips. She stroked the figure's green hat and gazed at 
onderfully bulbous nose... 
t then she pulled herself quickly away and sat bolt upright. "What am I doing?" she asked herself. "I 
cannot do this. This is not me! WHAT IS HAPPENING TO ME?" Her eyes darted frantically around the cabin, 
as though she were searching for her answer. Then her gaze landed back on the screen. 
She swept the image away and laid in a course. The engines roared to life and the gunship blasted down to 
the planet. A patch of green grew until it filled the window, and at the last second the ship pulled up and 
engaged its landing thrusters. Everything lurched for a moment, then the ship was still. Samus ran to 
the hatch and pressed a button, and a moment later she was standing on top of her ship under a 
blue sky. Wasting no time, she spin jumped down onto the grass, where a confused-looking little 
man only a little over half her height sat with a mushroom held in his frozen hand. 
She walked up to him, grabbed him by the overalls, and shook him. "WHAT ARE YOU DOING 
TO ME?!" she shouted. "RELEASE ME FROM YOUR SPELL, MUSTACHIOED DEMON!" 
For a moment the man only looked up at her, his eyes wide, his mouth full of shroom. 
Then she dropped him, jumped back up onto her gunship and disappeared inside. In 
mere seconds she engaged the engines and took to the sky, and soon she was 
gone. 
Luigi stood up, dusted himself off, looked up for one last moment, then 
shrugged and went back to eating his mushroom on his rock, a blank 
expression on his face. 
Meanwhile, in the bushes a little ways away, a shorter man with a red cap 
was looking up at the sky through a telescope. He followed the ship through the 
air, then pulled away from the eyepiece when it was out of sight. He placed his 
hand on his chest, gazed up at the clouds and gave a pained sigh. 
M 
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COMIC BREAK 


HEY EVERYONE! THIS IS REGGIE, WITH THE FIRST NINTENDO DIRECT 
PRINT EDITION! HERE AT NINTENDO, WE'VE ALWAYS TRIED TO HELP 
YOU RELIVE YOUR CHILDHOOD MEMORIES BY RECREATING THEM IN 
FUN, UPDATED WAYS! FOR EXAMPLE, IN THE POKEMON SERIES, YOU 
CAN RELIVE THOSE FUN TIMES CAPTURING BUGS, WITH SPLATOON 
YOU CAN HAVE SQUIRT GUN BATTLES WITHOUT ALL THE MESS 
AND WITH THE NEW NINTENDO LABO “ОО CAN BUILD FUN TOYS 
WITH CARDBOARD AND THE NINTENDO SWITCH! 


WELL, IN ZOI9, WE WILL BE INTRODUCING 
THE LATEST IN NOSTALGIA-INDUCING FUN! 
MAY | INTRODUCE-- 


am а 


THESE SYECIALIZED CUSHION 

COVERS ARE DESIGNED TO FIT ANY 
COUCH CUSHION OR r ILLOW: BUT THE 
BEST) FART) IS THAT THEY INTERACT, 
WITH YOUR SWITCH AND САМ CHANGE 
THE WAY THEY LOOK WITH THE PRESS 
OF A BUTTON! THE INITIALLY 
AVAILABLE THEMES WILL БЕ SUPER 
ПАКО, METROID, ГОКЕМОМ AND 

THE LEGEND OF ZELDA. 


BY THOR THORVALDSON 
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STREET FIGHTER 


30TH ANNIVERSARY COLLECTION 


FOR ONE SHINING moment — 19 
years ago now — | was the reigning 
Street Fighter champion of the Las 
Vegas strip. 

My family liked to take long road 
trip vacations in the summers and 
Spring Breaks of my childhood. We 
drove our huge, white Chevy Mark III 
conversion van (lovingly named "The 
Box") all over the country, touching 
nearly every state on the map at one 
point or another. For one such trip, we 
headed due west from our native 
Kentucky and traveled on until we 
ended up in Nevada, intent on visiting 
the gambling capital of the country. 

The only problem? | was 17. 


CAPCOM 
SMS DIGITAL ECLIPSE 
MAY 2018 (WORLDWIDE) 
T 
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Most all of the entertainment 
options in America’s most notorious 
Sin City are legally locked behind a 
strict age gate of "21 and older," so | 
couldn’t quite hit the blackjack tables 
to try to replicate the winning ways 


that playing Casino Kid had taught me. 


Instead, | wandered the expansive 
interior of the pyramidal Luxor hotel 
in which we were staying until | found 
something intended entirely for teen- 
agers: an arcade. A glorious, massive 
arcade filled with more coin-op game 
cabinets, pinball machines and other 
quarter-munching amusements than 
my mind could even process! With the 
treasure of all 1990s gamers laid out 
before me and not knowing where to 
even begin, | fixed my eyes on a com- 
fortable, known quantity sitting in the 


middle of the myriad: Street Fighter II. 


I don’t remember exactly which 
revision it was. Probably Champion 
Edition or Hyper Fighting — not the 
earliest version of the game, but also 
nowhere near the newest by the time | 
dropped in my quarter in that Spring 
Break of 1999. Just new enough to still 
be exciting. Just old enough to feel 
welcoming to a Kentucky boy who was 
feeling a little like a fish out of water. 

| began to play alone. | selected 
Ken, my favorite fighter (who still 
retains that distinction to this day), 
and | proceeded to punch, kick and 
Hadoken my way through the A.I. chal- 
lengers one by one. 

... And then it happened. A human 
challenger arrived. A brash, cocky kid 
who stood a whole foot taller than me 
(in my exaggerated memory of the 
event, at least), and who was joined by 


an entourage of three friends 
laughing, slapping him on the back 
and cheering him on. This was clearly 
a kid who'd made the rounds of Vegas 
Street Fighter machines already. He 
was too calm and collected, too used 
to this wild arcade environment... 

He had to be the local champ. 

He dropped his quarter into the 
Player 2 side of the machine, inter- 
uppting my solo match of Ken against 
Dhalsim. He made his character selec- 
tion: Vega. Befitting of the flashy way 
he carried himself and the flamboyant 
manner in which he planned to knock 
me off the machine. 

But that didn't happen. 

I destroyed him. 

To this day | have no idea what 
came over me — but І played better 
than I ever had before, and | won! 
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STREET FIGHTER 


THE ORIGINAL STREET FIGHTER is often tragically overlooked — even 
by the people at Capcom, who until now have repeatedly passed over the 
title for inclusion when compiling anniversary packages to celebrate the 
duration of one of their best-known flagship series. This, despite the fact 
that without it, they wouldn’t be celebrating the number on those respec- 

tive packages! It’s understandable, in one way: Though well-received in 
the arcades of its day, the title isn’t as refined as the many sequels and 
spin-offs it would spawn. For many, it will most likely serve as something 

of a curio: an interactive piece of the franchise's early history more than a 

game that will see many repeat playthroughs. Even so, it provides a 
greater illustration of just how far the series has come — even in just the 
jump from the first game to the second — and deserves a certain amount 
of respect to be shown by way of its inclusion. To give some idea of how 

different this progenitor of the species was, know that there were only two 
playable characters from among the roster of 12 — and if you guessed that 
those characters are Ryu and Ken (who are functionally identical, no less), 
then you would be correct. Special moves are also much more difficult to 
pull off, requiring the utmost in precision yet dealing considerable damage 
when they land, thus making them truly "special." And for the true Street 
Fighter fan, there is a certain value added in getting to see where other 
series mainstays such as Sagat, Adon and Birdie got their start. And really, 
isn't that part of what a collection like this is all about? — DAVID 
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STREET FIGHTER ІР: 
CHAMPION EDITION 


EVERYBODY WANTS TO be the boss! While Street Fighter Il took the 
world by storm mostly on the strength of its novel, never-before-seen 
head-to-head two-player matches, lone players also fell in love with 
kicking the snot out of each A.I.-controlled character in the roster, 
marching toward the game's end credits. But while the first seven fights in 
Street Fighter Il's solo mode took place against the other playable charac- 
ters from the select screen, defeating all of them meant moving on to a 
boss rush of four intimidating, unplayable bosses! First up was Balrog, an 
updated take on the Mike Tyson-inspired "Mike" seen above in Street 
Fighter 1. His name was even going to be M. Bison to begin with, but 
fearing a lawsuit, Capcom swapped some names around! The character 
who was meant to be named Balrog became Vega instead: He was a vain 
Spaniard wearing a mask to protect his face and a claw to carve up his 
opponents. Sagat returned to serve as the third boss, but gave up the spot 
of final boss to a sinister dictator enfused with evil energy: M. Bison! 
(Meant to be named Vega, at first.) All four of these fighters made a huge 
impact on fans, so one year after Street Fighter II’s arcade release, 
Capcom presented the new Champion Edition that made all four of them 
playable for the first time! Mirror Matches were also added, letting Ryu vs. 
Ryu, Ken vs. Ken and the like happen as well. — LUCAS 
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Every Shoryuken landed. Every 
Hadoken found its mark. Every spinning 
Hurricane Kick planted Ken's feet 
squarely across Vega's masked mug, 
and I could see through my peripheral 
vision the evolution of emotion that 
played out across Local Champ's cocky, 
then concerned, then pained and finally 
full-on furious face. This was a kid who 
never lost like this — but today he was 
getting trashed by a skinny little nobody 
kid from Kentucky. 

When the match was over, he walked 
away in disgust. His friends seemed 
speechless, and no one among them 
ever said a word to me. I stayed silent 
as well, somehow maintaining complete 
composure the entire time, as if this 
were just another Tuesday for me. I'm 
sure that only served to anger him 
more. 

After a few more minutes of being 
left to myself to continue my single- 
player quest as the victorious Ken, Local 
Champ returned for a rematch. He 
dropped his second quarter, we fought 
once more and he won, finally claiming 
the machine for himself. 

But I didn't mind that one bit. | had 
proven myself already, and | surren- 
dered control graciously, grinning from 
ear to ear that I'd forced this young 
punk to have to spend 50 cents that day 
instead of only 25. 


STREET FIGHTER II 


BY NOW, YOU know them by heart: Ryu, Ken, Chun-Li, Guile (and his 
theme!), E. Honda, Blanka, Zangief and Dhalsim — the World Warriors of 
Street Fighter II. These eight characters set the gaming community on fire 
back in 1991, igniting an arcade renaissance that hadn't been seen since 
the early ’80s. But Street Fighter ІІ was not only fun to play, it was fun to 
watch. In many ways, watching the better players topple their challengers 
was the only way to discover what secrets the game contained, especially 
at the beginning of SF 1/5 reign. Trying to figure out how to execute Ryu 
and Ken's fireball command was an exercise in futility for me, and don't 
even get me started on trying to do a Dragon Punch! For me, Street 
Fighter ІІ had an entirely different impact. Of course | loved playing it with 
Chun-Li as my main character, but I never reached that level of expert 
play that some of my friends did. That didn't bother me though; | loved 
Street Fighter II for the art. | was in the U.S. Navy back in 1991, and my 
burgeoning art career was in its embryonic stages. | was getting into 
Japanese manga and anime at the time, and this just clenched it for me. 
During my off-duty times | would take my drawing pad with me to my local 
machine and just try and capture the characters the best way I could from 
the sprites. Reference material wasn't readily available during those 
pre-Internet times, so this was the best | could do, short of using the 
gaming magazines of the day! Without Street Fighter Il, my art may have 
turned out to be very different than what it is today! — THOR 


That long walk down Lucas' memory 
lane has been presented here for your 
consideration as my attempt to paint as 
clear a picture as I can of just what 
playing Street Fighter in the '90s was 
like. It was a time unlike any other in 
the history of the video game industry. 
It was an entire culture of competition — 
pure one-upmanship in a constant clash 
of egos and personalities. 

Street Fighter 3Oth Anniversary 
Collection — newly announced for the 
Switch and heading to retail shelves in 
May - is Capcom's attempt to encapsu- 
late that entire era inside a single 
package. Contained within this one 
product are 12 separate ports of classic 
installments in the Street Fighter series, 
beginning with the original 1987 design 
that kicked off the franchise and ending 
with Street Fighter III: 3rd Strike, which 
arrived in Japan's arcades beginning on 
May 12, 1999 (released in response, no 
doubt, to my legendary achievement in 
Vegas that had happened mere weeks 
earlier). 

The Switch has seen plenty of ports 
already, and plenty more are on their 
way — but this one's special. It's a dozen 
in one! It's a game that's going to let the 
aging players of the '90s, like me, get 
nostalgic all over again, while letting 
younger gamers experience the entire 
SF arcade evolution all at once. 
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STREET FIGHTER IP: 
HYPER FIGHTING 


WHILE SNES OWNERS got the chance to bring home a cartridge of 
Street Fighter II Turbo, there never was an arcade version with that same 
name. (Sort of. The names get confusing if you dig too deep.) The Turbo 
equivalent, though, was subtitled Hyper Fighting, and it arrived as the 
third version of Street Fighter II in December 1992, just eight months after 
Champion Edition. No new playable characters were added in this revision, 
as its emphasis was on speed instead. Every punch, kick, jump and flying 
fireball played out quicker, as if you'd pressed fast-forward on a gameplay 
video of the earlier versions, but somehow still maintained control of the 
characters. The result was a more demanding and challenging game that 
required faster reflexes and quicker sequences of button presses to 
execute special moves. (If you were a Street Fighter beginner at the end of 
1992, woe unto you if your first bout took place with the Hyper Fighting 
version.) Capcom's quick turnaround in creating this revision had an inter- 
esting motivation: game-modding fans had been messing around with 
Champion Edition cabinets to dial up their speed in mid-'92. When Capcom 
caught wind of that, they simply made the idea official and gave it a name! 
Most of the characters got new special moves in this version, too, like 
Chun-Li's Kikoken fireball attack and Dhalsim's Yoga Teleport, which legiti- 
mized a glitch from earlier versions that made him disappear! — LUCAS 


—-— 


Street Fighter 30th Anniversary 
Collection is being developed by Digital 
Eclipse, the same game preservation- 
dedicated team who previously created 
the first Mega Man Legacy Collection 
and the Disney Afternoon Collection for 
Capcom (Nintendo fans are still waiting 
on the Disney one, guys!). As with those 
collections, the team has ported these 
classic games to their unique Eclipse 
Engine, and then it's the Eclipse Engine 
itself that has been ported to the Switch 
(making way for the upcoming Switch 
release of Mega Man Legacy Collection 
as well). It's an approach to porting that 
is focused entirely on accuracy. Digital 
Eclipse wants these games to be played 
in your home in a manner as close to 
the arcade coin-op experience as 
possible. 

It's an important distinction. While 
several versions of these same Street 
Fighter games have appeared on 
Nintendo platforms in the past, all of 


those were themselves ports that had to 


make compromises to work within the 
technical constraints of the old 
hardware. So when you fire up Street 
Fighter Il on your Switch by way of this 
30th Anniversary Collection, your expe- 
rience with it will differ depending on 
which past version you played the most. 
Were you an arcade junkie, dropping 
quarters and going head-to-head with 
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friends and strangers alike in a bowling 
alley or supermarket side room (or in a 
casino, | guess), as so many of us did in 
the '90s? Or did you cut your teeth on 
the home version that arrived on the 
SNES a little later on? 

If the latter, your best course of 
action for a modern shot of SF nostalgia 
is to play and enjoy the version of Street 
Fighter II Turbo that Nintendo included 
on the SNES Classic a few months ago. 
This collection doesn't collect the home 
editions. Only the arcade originals! 

Prior to this, the only legal way to 
play the arcade versions of these same 
Street Fighters in your home would 
have been to own the actual coin-op 
cabinets yourself. It's going to be fun to 
finally have these uncompromised 
editions in the living room, inserting 
virtual quarters to start up each game. 

The experience will be diminished a 
bit by the practical reality that Digital 
Eclipse can't bring the sights, sounds 
and smells of 90s arcades home to you 
here in 2018, but they're doing their 
best to reinforce the games themselves 
with as much supporting material as 
they can muster. As in their past 
releases, the 30th Anniversary 
Collection will come jam-packed with 30 
years’ worth of concept art, painstak- 
ingly scanned, digitized and displayed in 
a detailed and in-depth in-game gallery. 


SUPER STREET FIGHTER II 


| WAS PRETTY late to the game when it came to the Street Fighter series. 
Sure, all my friends would talk about it in the arcade — but the arcade 
wasn't my scene. | remember a friend rented Street Fighter ІІ Turbo, but 
we couldn't figure out how to do any special moves. We would tap the 
directions the manual showed us in sequence like entering an old cheat 
code. (Now I feel so dumb telling that story, but at the time we deemed 
the game stupid and moved on.) Street Fighter was a rite of passage back 
then, and its popularity never waned. Once we figured out how to play and 
actually pull off the special moves, it became more enjoyable — but by 
that time Super Street Fighter II was on the horizon. Play as four brand- 
new characters! Fight in all-new stages! Unleash new moves for (almost) 
everyone! Gaze upon enhanced graphics! Set up tournaments! Of course, 
the big joke beginning to arise was that Capcom couldn't count to three, 
and they would seemingly just add riffs to Street Fighter ІІ forever — 
which, looking at today's titles, isn't far off! The new characters fit well, for 
the most part. A discount Bruce Lee in Fei Long. T. Hawk's massive size. 
Dee Jay's interesting, dance-based fighting style. And then there was 
Cammy. Her costume design immediately launched her to fame, but they 
also gave her a more interesting backstory — coming from Shadaloo, but 
realizing the error in her ways. It was also my first time playing as the 
bosses, and I really wondered how Vega would play. With all the extras it 
felt special, and it's still my favorite iteration of the game! — BRETT 
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SUPER STREET FIGHTER II 
TURBO 


ONE THING THAT’S important to understand about video games in the 
'90s is how much was misunderstood. With the Internet in its infancy as a 
source for information on any subject and game magazines frequently 
proven unreliable with the material they chose to print, figuring out the 
ins and outs of the latest game releases often descended into the 
madness of sorting through urban legends shared in hushed whispers on 
school playgrounds. Years before kids would claim that they knew how to 
unlock Luigi in Super Mario 64 or track down the Triforce in Ocarina of 
Time, rumors persisted that Street Fighter II had a secret, hidden charac- 
ter. Supposedly this mystery man was Gouken, Ryu and Ken's mentor, who 
would only appear to challenge you if you made it to the final fight against 
M. Bison and then chose total pacifism — never throwing a punch. Kids 
who attempted to test this theory were greeted by nothing more than a 
brutal, one-sided beatdown by Bison, followed quickly by the Game Over 
screen and the call for another quarter. By the time they went to work on 
Street Fighter II's fifth (!) version, though, Capcom had heard about this 
legend and decided to make it real — not by having Gouken appear, but 
rather by confronting players with Akuma, the evil brother of Gouken who 
attacked the player mercilessly! Akuma has gone on to become one of the 
most iconic and regularly recurring fighters in the franchise. — LUCAS 


STREET FIGHTER ALPHA 


ВУ 1995, CAPCOM had released so many versions of Street Fighter Il 
that the joke that the company didn't know how to count to three was 
reinvigorated again. And everyone laughed, again. Then they released 
Street Fighter Alpha — a midquel set between Street Fighter and Street 
Fighter ІІ — and that same laughter gave way to a nervous chuckle. While 
Street Fighter III did eventually come into existence, in the meantime, this 
great game that would kick off its own sub-series was enjoyed by many. 
Street Fighter Alpha set itself apart from the games that came before it by 
employing a more anime style of art, of the same kind seen in Capcom's 
other arcade fighters at the time, like Darkstalkers. It also retained and 
refined some of the later innovations of the Street Fighter ІІ series, such 
as the Super Combo meter (now with three levels), as well as adding new 
techniques such as Air Blocking. Fans of Street Fighter II found that many 
of their favorites were no longer present, with only Ryu, Ken, Chun-Li and 
Sagat (plus bosses M. Bison and Akuma, who required codes to play) rep- 
resenting the World Warriors of tomorrow's yesterday. In their place were 
a mix of returning characters from the original Street Fighter, crossovers 
from sister series Final Fight and new story-based additions like Charlie 
Nash and Rose. Speaking of story, Capcom capitalized on the game's art 
style and then-recent release of the Street Fighter ІІ anime movie with the 
Dramatic Battle mode, wherein two players controlled Ken and Ryu in a 
two-on-one bout against Bison in the grassy field from the film. — DAVID 


STREET FIGHTER ALPHA 3 


THAT OPENING VOICE is burned into my memory . . . "STREET 
FIGHTER... ALPHAAA 3!" Featuring one of the best announcers of all 
time, Alpha 3 — with its silly story, multiple fighting styles and massive 

roster — remains my favorite Street Fighter game to date. | know that the 
"proper" III usually gets the glory as the best competitive iteration, but 
Alpha 3 is the one I have the most fond memories of. This is the game that 
introduced R. Mika to the world, as well as prisoner Cody and Karin — all 
of which are heavily featured in Street Fighter V. But perhaps the most 
notable thing Alpha 3 hooked me with was the "Ism" concept. Instead of 
sticking you with a super meter by default, Alpha 3 leaves you with a 
choice: to go with the standard bar by way of A-ism, go all-out with one 
giant meter in X-ism or go with the oddball V-ism to craft custom combos. 
It completely changed the way you played each and every character, and 
while wacky, it encouraged me to learn how the styles interacted with 
individual matchups. The sheer variety of characters is something it really 
deserves recognition for as well, as it brings back several fighters who 
were missing from previous Alpha games, like Blanka and Balrog, who 
round out a new and old cast. Many people adore the two earlier Alpha 
games, but Alpha 3 mixed things up drastically (both mechanically and 
from a visual perspective) while maintaining the spirit of Street Fighter. | 
can't wait to play it again, so | can "GO FOR BROKE!", "FACE IT STRAIGHT!" 
and "TRIUMPH OR DIE!" — CHRIS 


STREET FIGHTER ALPHA 2 


SEEING SERIES ICONS Zangief and Dhalsim return to the roster, joined 
by previously unplayable villains like Gen from Street Fighter 1 and 
Rolento from Final Fight, would have been enough for this sequel. Still, 
Capcom went ahead and put a cherry on top of their Street Fighter Alpha 
2 sundae with Sakura, the world's first Hadoken-throwing high school 
student. Right off the bat she felt both fresh and familiar because, at her 
core, she was a Street Fighter fan just like us. The difference is, she 
actually got a chance to meet Ryu, and even use some of his own moves 
against him! She's truly living the dream, which is probably why she 
remains so popular 20+ years after her debut appearance. She even came 
in first on Capcom's official popularity poll in 2017, beating out Chun-Li, 
Ken, Ryu and 105 other playable characters from Street Fighter history. 
Besides the stellar additions to the cast, Alpha 2's other big selling point 
came in the form of a ridiculous new mechanic called the Custom Combo. 
After building up their super meter, any character can activate an explo- 
sion of light that turns them into a combo machine for a limited time, 
allowing them to chain pretty much any set of moves together with 
minimal delay. While they may be largely ineffective compared to a well- 
timed Level 3 super move, Custom Combos are fun, flashy and totally 
optional, making them tolerable at worst and phenomenal at best. Sadly, 
they more or less died when the Alpha series ended — but just like Sakura, 
you never know when they'll make a comeback. — JONATHAN 


It's not just the artwork that's been 
given the gallery treatment, either — 
another mode gathers together every 
single piece of music from across all 12 
of the included titles and makes each 
track playable on demand. (So you can 
conduct your own tests to see if Guile's 
Theme really does go with everything!) 

Still more: There's a Sprite Viewer 
mode that lets you view, frame by 
frame, each piece of animation for 
every character and every attack. The 
fluidity that Capcom's artists achieved — 
in the later games of this set in particu- 
lar — is still incredibly impressive to this 
day, and this mode will no doubt be of 
particular interest to up-and-coming 
artists who want to learn the true art of 
the sprite. 

An Interactive Timeline mode builds 
a 30-year retrospective on the history 
of the series into the game itself, which 
will be helpful in sorting out all of the 
different versions of each game to 
understand what happened, when and 
why. (Seriously, it felt like a new version 
of Street Fighter ІІ was dropping every 
other month when | was a kid. Га walk 
into a local mall arcade, see yet another 
one and be like, "Really? When did this 
one come out?!"). 

How about clearing up character 
confusion? Across these 12 games the 
are over 60 different fighters, each with 


his or her own backstory. Street Fighter 
30th Anniversary Collection will have 
you covered there, too, offering full lore 
details on each and every combatant. 

Once you've finally had your fill of 
absorbing archival information about 
this 30-year-old series, Digital Eclipse 
will be happy to introduce you to some 
new amenities made just for 2018. The 
games themselves are emulated with 
perfect accuracy, but a few interface 
features have been layered over top of 
each of them for some enhanced quality 
of life. 

Save states are available to record 
your progress at any point in any of the 
games — so if you make your way 
through most of a single-player run but 
then get stuck trying to muscle your 
way past Balrog, you can set yourself a 
restore point and rewind time to restart 
the fight as many times as you need to 
in order to achieve victory. 

Local multiplayer is available for all 
12 of the titles, naturally, but the devel- 
opers have also taken the next step and 
added support for online multiplayer to 
four of them as well: Street Fighter II’: 
Hyper Fighting, Super Street Fighter II 
Turbo, Street Fighter Alpha 3 and Street 
Fighter III: 3rd Strike. It might have 
been nice for all 12 to be equipped with 
online functionality, but those are the 
four heaviest hitters, so it works. 
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STREET FIGHTER III 


AFTER YEARS OF waiting, Street Fighter III was supposed to be the next 
big thing — but in the end, it ended up in losing the fight against its own 
brand. Not only did it have to compete with heavy hitters like Mortal 
Kombat 3 and Tekken 3, but it was also up against the wildly popular 
Street Fighter Alpha 2. These two Street Fighters were released less than a 
year apart, forcing them to battle each other for players' attention. There 
are a few reasons why Street Fighter III ended up in the losers bracket. 
Unlike Alpha 2, which featured Chun-Li, Sagat, Akuma and many other 
familiar faces, Street Fighter 111 cast was mostly made up of totally new 
characters. They largely played like amalgams of Street Fighter ІІ veterans 
(Akuma + Chun-Li = Ibuki, Blanka + Dhalsim = Necro) but they were still 
intimidating. Who'd want to risk their quarters learning a new fighter 
when they can stick with an old favorite? Still, Ken and Ryu (Street Fighter 
III's only returning cast members) suffered from disadvantages too. Most 
of the game's new combatants, like speedy wrestler Alex and Shotokan 
protégé Sean, were specifically designed to counter Ken and Ryu's style. 
On top of that, Street Fighter 3's new parry mechanic allowed any charac- 
ter to stuff down Ken and Ryu's fireballs with relative ease, leaving many 
players speechless (though not always in a good way). Street Fighter III 
was also too beautiful for its own good. The game's animation was more 
detailed than anyone had ever seen — but all that art was too much for 


STREET FIGHTER III: 
2ND IMPACT 


THE FIRST ITERATION of Street Fighter IIl wasn't a huge commercial 
success, but the people who liked it didn't just enjoy it, they LOVED it. The 
game's incredible art, exciting new characters and innovative mechanics 
were more than enough to make diehard fans out of a small but passion- 
ate group of followers. Street Fighter ІШ: 2nd Impact was made with these 
fans in mind. It didn't do a whole lot to draw in new players, but it kept 
those who loved the original happy by responding to their specific 
requests. Fans wanted to play as Gill, Street Fighter III's final boss — so 
Capcom added Urien, Gill’s electrically charged younger brother to the 
roster. (This allowed players to experiment with Gill’s fighting style while 
avoiding the balance issues that would come from making him actually 
playable.) Yun and Yang, two twins who had previously been saddled with 
identical movesets, were also given unique attacks and individual spots on 
the player select screen. Hugo from Final Fight and Shin Akuma were 
thrown into the mix as well. While Hugo is basically Andre the Giant on 
steroids, Shin Akuma is arguably even more physically imposing, armed 
with a new super move that can literally shatter the Earth. That's why he's 
an unplayable secret boss, though there was a playable, powered-down 
version of Akuma accessible via secret code. Toss in new EX special moves 


game consoles to handle in '97, so it never got ported! — JONATHAN and you have an update that packs quite a wallop! — JONATHAN 


I supposed it's worth mentioning that supermarkets, set it up in Tabletop 
this selection of 12 different titles does Mode and start accepting challengers 
not actually represent the full range of on the spot! (For 25 cents per use of 
Street Fighter arcade experiences from your Joy-Con, naturally.) 
the '90s, as missing in the mix are the Can you tell that I'm just a little bit 
polygonal 3D Street Fighter EX games hyped for this release? It's surprising 
that were developed by Arika. They me, really, because | never considered 
likely won't be missed, though. There myself to be a very major Street Fighter 
were three of them in total, but none fan way back in the golden age that this 
was very well-received — and the legal collection is tapping into. Perhaps it's 
rights for reselling them today would just that I'm so primed to appreciate 
surely be muddy, especially as Arika is nostalgia as a lifelong Nintendo fan, and 
currently working to revive the charac- while the Big N regularly capitalizes on 
ters they created for those games in a that aspect of their audience by keeping 
new game called Fighting EX Layer right new Zeldas, new Marios and more in 
now. ІЛІ miss Skullomania being a part regular rotation, we haven't had a lot of 
of this celebration the most! love from the Street Fighter brand in a 
The final bullet point to point out is long time. Only five of these 12 titles 
the variety of display options that will ever came to Nintendo systems, even 
let you customize the look of each back in their heyday! So there's some 
game. Different frames will be available Yoga Fire waking up inside of my soul, 
to accent the action with artwork on getting ready to experience the ones 
either side of the centered gameplay that we missed out on most of all. 
display, or else you can choose simple But before I jump into Street Fighter 
black bars to focus your attention fully Alpha and Street Fighter III and all the Most of the backgrounds were replaced. The secret boss fight against Shin 
on the fight in front of you. And while others we never got in the '90s, | know Akuma was cut out entirely. Sean's two-hit Shoryuken was changed to a 
Street Fighter 30th Anniversary just what I'm going to do first: I'm going weaker one-hit blunder punch, which is just one of the ways he was nerfed 
Collection is a multiplatform project to quarter up in either Champion to near-uselessness. While some fans (mostly Sean players) cried foul at 
that's also bound for PlayStation 4 and Edition or Hyper Fighting, select Ken as these downgrades, they were nothing compared to all the linum 
Xbox One, the Switch edition will have my character, then kick back on my Hut ЗІН strike pouen to re goui маз ШЕВ RS Да 
а Š pA za 2 я French fighter designed specifically for Guile players), Twelve (а Ditto- 
the advantage of its built-in portability couch and run through the single-player style shapeshifter who can copy his enemies), Q (a mysterious masked 
to take into account too. You could take mode one more time. Uninterrupted. pugilist with a brutal beatdown style) and Makoto (a plucky daredevil 
your Switch with you to those same old Because, 19 years ago, some punk left tomboy with a heart of gold). Akuma also got a spot on the regular char- 
bowling alleys, shopping malls and Dhalsim hanging. — LUCAS acter select screen, technically bringing the new character total to six. 
3rd Strike became the definitive version of Street Fighter III the instant 
that it was released in 1999, but it wasn’t until 2004 that it arguably 
changed the face of eSports forever. Competitive fighting games fans 
know it as "Evo Moment #37," an example of high-level 3rd Strike play 
that’s been covered by ABC and ESPN, appeared in various anime and 
manga and even became the subject of a 204-page book! - JONATHAN 


STREET FIGHTER III: 
3RD STRIKE 


THE ADDITION OF Chun-Li brought in lots of players who had passed 
on the two previous releases of Street Fighter Ш, but she's just one of a 
long laundry list of differences between 3rd Strike and its predecessors. 
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DARK SOULS: 


"DARK SOULS IS is coming to the 
Nintendo Switch" is not something | 
expected to write when the system 
was first announced. It was just a few 
years ago when Nintendo had to beg 
third parties to get involved with the 
Wii U, and now developers are flocking 
to its successor, as if to make up for 
lost time. At this point the platform 
has outsold the Wii U worldwide in just 
under a year, so everyone and their 
grandma wants to be a part of it! 
Bandai Namco and From Software are 
just joining in on the massive party. 
Yes that spooky zeitgeist of a 
series, Souls, is finally arriving ona 
Nintendo platform after avoiding them 
for nearly 10 years. What’s important 
to note, though, is that From Software 
will not be directly handling the devel- 
opment of this remaster. Instead that 
duty falls to studio QLOC, who has 
handled ports in the past from 
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Capcom, mostly in the arena of Devil 
May Cry and Resident Evil. They refer 
to themselves as "specialists in 
porting development" but have also 
worked on projects as co-developers. 
In other words they're up for the task 
(in theory), and have worked with 
other big players. But while you do 
gain portability by going with the 
Switch edition, you do lose a few key 
features — namely, 4K visuals and 60 
frames per second (which is kind of 
important for a frame-perfect action 
series, but it's worked fine in the past 
without it). The Switch is locked in at 
1080p and 30fps in TV Mode. 

Enough technical talk though! We 
know a lot of you out there have never 
played a Souls game and are dying to 
know what it's about. The good news 
is that while the reputation of the 
series is usually described as "unfor- 
giving" and "difficult," it's not an 
impregnable fortress filled with 
nothing but failure. In fact, skipping 
over the very first game in the series, 


REMASTERED 


Demon's Souls, is probably the best 
thing you can do as an incoming pro- 
spective player. Dark Souls simply 
does a better job of on-boarding, and 
it's the perfect place to start. 

There are going to be a few 
hangups initially. For one, you can't 
traditionally pause the game, as it's 
meant to be always online — as you're 
constantly stalked and hunted by 
"invading" players looking to strike 
you down. There are also a few notori- 
ous bosses you'll need to take on that 
may or may not take you a handful of 
tries to best. But like any well- 
designed game, you'll start noticing all 
the little nuances within — and when 
you come back and conquer them, it'll 
feel that much sweeter. 

So where is this all going? Well it's 
tough to say, given that the Souls 
series proper is split between three 
major publishers. From Software, for 
the most part, has handled the devel- 
opment of the core games, but 
multiple entries are juggled between 


Atlus, Bandai Namco and Sony. 

Demon's Souls is handled by Atlus, 
and is only available on PS3. Sadly its 
servers are set to shut down very soon 
and no news of a revival or remaster 
has even been hinted since its debut. 

Dark Souls II and III on the other 
hand are still very much relevant, with 
multiple ports and special editions 
that are ripe for Switch releases. Dark 
Souls 11 is already remastered, in fact 
— it could easily be plunked down on 
Nintendo's latest at some point. And 
III, with some visual tweaks, could 
probably fit into a Switch cartridge. 

The other weird edge case of 
Bloodborne is likely never going to 
leave the PS4 (it's even less likely than 
Demon's Souls) because of Sony's 
direct publishing role. 

It's a bit confusing, | know, and 
odds are you'll need to look to other 
platforms to get the entire experience. 
But how about you start small with 
Dark Souls first and go from there? 
This remaster drops in May! — CHRIS 
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MEGA MAN LEGACY COLLECTION 1 & 2 


In advance of the arrival of Mega Man 11, the Blue Bomber's first 10 numbered adventures will hit the Switch! 


WITH THE RELEASE of classic NES 
and SNES Mega Man games on the Wii 
and Wii U, it’s only natural that the 
series is coming home to the Switch. 
Yep, Mega Man Legacy Collection 1 and 
2 are both coming to Nintendo’s latest 
system, bringing 10 games in total 
along with them (six with the first, and 
four with the second). 

So what led to this moment? Well, 
the rapid popularity of the Switch, for 
one. Back near its launch, Capcom was 
fairly cagey about Nintendo’s new 
hardware, partially built on fears that 
it would suffer the same fate as the 
low-selling Wii U. Capcom in all its 
might only committed one small exclu- 
sive to the Switch, a rework of Street 
Fighter Il. 

For months they watched the 
Switch rise to its current glory (and 
beat out the Wii U's total sales in many 
regions in under a year), and finally, 
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they decided to start getting serious. 
In December of 2017 Capcom CEO 
Kenzo Tsujimoto announced that they 
not only want to get more involved 
with Switch projects, but also ports of 
games that weren't available on 
Nintendo systems in the past. That's a 
pretty huge tease all on its own, but 
those doors opened up the possibility 
for myriad Mega Man collections on 
the Switch. 

The Legacy subseries has a 
somewhat odd history on Nintendo 
systems too. Originally, back in 2015, 
the first Legacy Collection was 
released for PC, PS4 and Xbox One. It 
then took six months for Capcom to 
bring it to the 3DS, though the extra 
wait facilitated a nice little bonus in 
specific packages: a gold Mega Man 
amiibo that remains rare to this day. 

But then something happened. 
Capcom completely passed over any 
Nintendo systems, including the 
already released Switch, for Mega Man 
Legacy Collection 2. It arrived on the 
PC, PS4 and Xbox One platforms (a 


sequence of names that's etched into 
my muscle memory at this point given 
how many games didn't come to Wii U, 
or even Switch at first). After multiple 
inquiries, Capcom replied that they 
weren't considering a Switch release 
at that time. 

until that December 2017 Mega 
Man anniversary stream, of course, 
which coincided with the reveal of 
Tsujimoto's new directive. Live on the 
Blue Bomber's 30th anniversary 
stream on December 4, Capcom 
announced that both Legacy 
Collections would hit the Switch. After 
years of disappointment, filler merch 
and canceled games, Capcom finally 
had come through with a deluge of 
releases — including an actual new 
project in Mega Man 11! 

Not much will change (most likely) 
with the Legacy Collections' shift to 
the Switch, outside of a few alter- 
ations. We're still getting the collective 
of the six original NES games in the 
first package, and Mega Man 7-10 in 
the second. They'll contain the 


standard art galleries, challenges and 
music player. A "rewind" feature — 
which was experimented with in 
Capcom's Disney Afternoon Collection 
— will be included with the Switch port 
of Legacy Collection 1, and will be 
patched in as a free update in other 
versions. I'd love to see it in both, but 
it does fit appropriately with the NES 
originals. 

There will be amiibo support 
apparently, which will likely allow the 
base (and gold) Mega Man figures to 
interact with the first collection, but 
given that we don't have any previous 
baseline to go on for the second 
(again, it was never released for 
Nintendo platforms), that's still up in 
the air. 

Both collections will be combined 
into one retail package on May 22. | 
don't know how many times I’ve 
bought these same games (if | stared 
really hard at my collection and sifted 
through all my digital libraries | could 
maybe figure it out), but I’m ready to 
do it all over on the Switch! — CHRIS 
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SCREENSHOTS FROM MEGA MAN LEGACY COLLECTION 2 
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MEGA MAN X LEGACY COLLECTION (? 


All eight X games are heading to the Switch . . . but how will they arrive? 


IT’S FANTASTIC THAT Capcom is 
bringing the dual Mega Man Legacy 
Collections to Switch in preparation 
for Mega Man 11. However, let's not 
forget that the Blue Bomber's legacy 
extends far beyond the adventures 
of Rock and his mighty mutt Rush! 
What kind of a party would this be if 
we didn't also invite his futuristic 
cousin X and X's blond-haired bestie 
Zero? 

Well, break out the confetti, 
because Capcom has announced 
that all eight mainline chapters in 
the Mega Man X sub-series will also 
beam onto Switch this Summer! 
Mega Man X1-X3 are of course 
already accessible via Wii U's eShop, 
but X4-X6 have been absent on 
Nintendo hardware since the 
Mega Man X Collection on 
GameCube. More note- 
worthy still, this will 
mark the first ap- 
pearance of X7 
and X8 outside of 


“SWITCH PUBLISHER: CAPCOM 
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PlayStation 2 and Windows. 

If you've never ventured past the 
Mega Man Classic catalog, or if your 
familiarity with the Blue Bomber is 
limited to his stint in Super Smash 
Bros. for Nintendo 3DS and Wii U, 
know that the X titles are robo- 
beasts of a deeper shade. They 
deliver a similarly old-school brand 
of jump "п shoot action, but with a 
sharper, more metallic edge. You've 
seen the Mega Boy, now meet the 


Mega Man — and with the entire library 
soon to be at your fingertips, get ready 
to become extremely acquainted! 

Curiously, Capcom has yet to confirm 
whether the games will be bundled or 
distributed piecemeal. Though the 
answer seems obvious, the company 
does seem to exhibit symptoms of 
myopia now and then. | mean, they still 
refuse to commit to a localization of 
Monster Hunter XX! (Never forget!) 

The biggest knock against an individ- 
ual release strategy is that, as a whole, 
the X series lacks the consistency of the 
Classic line. It launched strongly enough 
on Super Nintendo with the first Mega 
Man X, one of the finest action platform- 
ers ever made. Follow-ups X2 and X3 
may not be held in quite the same 
esteem, but they're still phenomenal 
experiences that sit proudly in the 16-bit 
pantheon. 

The 32-bit debut was likewise well 

received by the community. 
Despite its substandard 
voice acting, X4 is 
hailed by many as the 
second-best entry, if 
not the best, in the 
series. High praise 
sadly did not 
follow X5 — it was 
by no means a bad 
game, but by the 
time it released in 
2001, gamers had 
lost their patience for 
a franchise that refused 
to significantly evolve. That 
was to be the end of X's 


tale, but corporate meddling forced the 
development of X6, whose poor level 
design and broken difficulty reflected its 
rushed production cycle. 

Then came X7, a dumpster fire by any 
and all objective measure. In their desire 
to shake up a tired formula, Capcom 
implemented an odd blend of 2D and 3D 
mechanics that failed to satisfy. Within a 
few minutes of play, anyone could 
understand why this debacle occupies 
the lowest tier in the franchise hierarchy. 
It left such a horrible taste in many fans" 
mouths that they never bothered to give 
X8 a fair shake. (Which is a shame, as X8 
was an enormous improvement.) 

If the X series were an à la carte 
restaurant, few would care to order off 
the back half of the menu. Pair the 
games in a combination platter, though, 
and patrons might feel a little more 
inclined to step out of their comfort 
zone. A proper compilation could give X5 
and X8 the much-needed attention that 
the poor timing of their initial releases 
denied them. As for X7, its notoriety is 
bound to have made some folks 
morbidly curious — just not curious 
enough to seek a standalone copy. 

So yeah, mark me down in Camp 
Legacy Collection! Bless these old 
classics (and two not-so-classics) with 
the same bonuses as the previous packs 
— additional challenges, concept art, the 
option to play the Japanese versions, the 
works! While we're making a wish list, 
why not also include both the SNES and 
PlayStation 1 versions of X3, the latter of 
which sported a reworked soundtrack 
and anime cutscenes? 

And who knows? If these ports do 
well enough, maybe Capcom will finally 
greenlight Mega Man X9! The first Blue 
Bomber is on his second revival in 10 
years, yet our brother from 21XX can't 
get one? Come on, Capcom! - TONY 
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FIRST, THE GOOD news: After two 
years spent exclusively in Japan’s 3DS 
eShop, Detective Pikachu is finally 
making his way to the West. 

Now, the bad: He’s not being voiced 
by Danny DeVito. Or Ryan Reynolds. 

Oh well. 

Anyway, back to the good news: In 
anticipation of Republic Pictures’ 
Detective Pikachu movie, an expanded 
Detective Pikachu game will soon be 
released on the Nintendo 3DS in both 
retail and digital forms. When the 
original Japanese trailer hit the 
Internet in early 2016, many players 
hoped that the Western-style charac- 
ter designs and Boston-inspired 
setting would mean an eventual 
release worldwide, but attention later 
turned to the then upcoming releases 
of Pokémon Sun & Moon. It appeared 
Detective Pikachu would just be a 
footnote in the Pokémon library. But 
not anymore! 

Detective Pikachu may look as 
shockingly cute (or even cuter!) as any 
other Pikachu in his mini Sherlock 
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Holmes deerstalker cap, but he’s "a 
bolt of brilliance," in his own words. 
Unfortunately, he doesn’t seem to be 
as strong in battles as another famous 
Pikachu we all know and love. His two 
biggest loves are black coffee and cute 
girls, and much to the surprise of 
young Tim Goodman, he’s able to talk 
to him and be understood. (Pikachu's 
human-like facial animations took a 
while for Game Freak to develop — we 
first previewed them in Issue #6, when 
Detective Pikachu was first announced 
way back in 2013!) A new arrival in 
Ryme City, Tim’s first encounter with 
Detective Pikachu happens when he 
attempts to take back a precious 
necklace that was stolen from a little 
girl by a duo of mischievous Aipom. 
However, this isn’t the only strange 


DETECTIVE PIKACHU 


thing going on, as some sort of odd 
force seems to be affecting the 
Pokémon living in and around Ryme 
City. In one incident, a Glalie suddenly 
goes rogue and almost traps Tim, 
Detective Pikachu and a group of 
reporters investigating these incidents 
in а cave. What's happening? And 
could all these strange incidents 
somehow be related to the case of 
Tim's missing father? 

Much like the Ace Attorney 
Investigations games, players control 
Tim with the 3DS Circle Pad and use 


the buttons to interact with clues to 
enter into your notebook, as well as 
questioning potential (human) wit- 
nesses. (Leave the questioning of 
Pokémon to Detective Pikachu.) The 
first case has Tim and Detective 
Pikachu following a trail of ketchup 
and paint splotches from a city street 
into a park as they attempt to corral 
the wayward Aipom. There are also 
instances when you'll need to rely on 
timed button presses to have Tim 
catch his falling partner or dodge a 
flying hot dog, for example. 

In addition to the special jumbo- 
sized Detective Pikachu amiibo (see 
Page 11), the game will also feature 
both Japanese and English audio when 
it's finally released in North 
America on March 23! 

— REBECCA 


SCRIBBLENAUTS 
SHOWDOWN 


Maxwell and his magical notebook are back! 


SCRIBBLENAUTS IS BACK! And 
since this series has been stagnant 
for over four years at this point, | 
should probably explain just why 
I'm excited for its return! And why 
I'm using so many exclamation 
points!!! 

Scribblenauts first blew my 
mind on the show floor of E3 2009. 
It was a singularly unique puzzler 
with an ingenious central gameplay 
mechanic: You could type in any 
noun you could think of — any kind 
of person, creature or object — and 
that thing would appear, instantly 
summoned out of the hero's 
magical notebook. Have a puzzle in 
which you need to bring down a 
tree? Type in "chainsaw" and one 
shows up to chop it down. Or type 
in "flamethrower" and one appears 
to burn it. Or type in "beaver" and 
have it gnawed to the ground! 
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The extreme flexibility of the 
game's vast dictionary database 
was awe-inspiring, and the game 
was surely the most creative DS 
puzzler ever made. It went on to 
inspire several sequels in the years 
that followed, and now the brand is 
finally back again! Scribblenauts 
Showdown once again taps into 
that dictionary of infinite possibil- 
ity to let you make anything you 
can imagine instantly appear, but 
now you're summoning people, 
animals and things to compete in 
head-to-head party game chal- 
lenges against other players. Can 
you think up funnier, better solu- 
tions to problems than your pals? 

We'll all be able to find out soon, 
because this one's having a quick 
turnaround from announcement to 
release: It'll hit store shelves 
shortly after we ship this issue! 
Here's hoping this Showdown 
revives Scribblenauts successfully, 
so my exclamating excitement 
proves appropriate! — LUCAS 
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RUNNER3 


The next fun run is just about to begin! 


CHOICE PROVISIONS JUST cel- 
ebrated their 10th birthday and 
they're bringing the party to their 
fans in a big way this year. First 
they released Space Dave, the fast- 
paced co-op shooter (that we first 
previewed in Issue #18!) for the 
Switch on January 25, but that was 
really just a warm-up for the main 
attraction — a little game called 
Runner3! 

Though the latest game in the 
Bit.Trip series is scheduled for 
release very soon, an air of 
mystery still surrounds the title. In 
recent months we've learned about 
one new playable character (Dave, 
from the previously mentioned 
Space Dave), two new gameplay 
mechanics (a full-body ricochet 
move and mid-air drop maneuver) 
and three pack-in bonuses for the 
game's physical release (a full-color 
booklet, a CD soundtrack and a 
secret mystery freebie) but there's 
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alot that remains unknown. Why is 
everybody running this time? Are 
Dinner Pants more for dinner or for 
pants? Is CommanderVideo the 
baby's father?!? 

When we eventually find the 
answers to these and other import- 
ant Runner3 questions, they may 
end up coming in the form of a 
puppet show! That's right, some of 
the game's unlockable cutscenes 
will star marionettes, as narrated 
by Charles Martinet, the voice of 
Mario himself. When asked what 
the heck was going on here, Choice 
Provisions co-founder Mike Roush 
simply said "Runner3 is super 
weird and amazing. It was highly 
ambitious, and somehow we pulled 
it off with a smaller team than we 
have had in the past. It's the most 
fun and fulfilling project | have ever 
worked on and I'm sad that we are 
almost finished." 

ІЛІ only be sad if they fail to 
include a Martinet marionette in 
one of those puppet shows. That's 
a punce-in-a-lifetime opportunity! 
— JONATHAN 


HRZELMRNS. 


1 HOPE THRT BRINY SCENT IS COMING 
FROM THE STRRGRZY PIES | ASKED YOU 
FOR. 
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DONKEY KO 
TROPICAL F 


WE CALLED THIS one back in Issue 
#30: More than any other title avail- 
able for the Wii U, given it had no 
special features which made use of the 
system’s proprietary GamePad, there 
was absolutely no reason not to port 
this platformer over to Nintendo’s new 
hit hardware. Plus, since the Nintendo 
Switch doubles as a handheld as well 
as a home console, this sort of doubles 
as a Donkey Kong Country Returns 
3D-style release, too. 

As if in answer to our prayers, 
Nintendo revealed during the January 
Nintendo Direct Mini that Donkey Kong 
Country: Tropical Freeze would be 
coming to the Nintendo Switch on May 
4. Donkey and Diddy are back, and 
they aren’t coming alone. In addition 
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to the return of Dixie Kong to the 
series, waves were made at the VGX 
show back in 2013 when it was 
revealed that (spin-offs aside) none 
other than Cranky Kong would be 
making his playable debut, using his 
cane to pogo with the best of 'em. How 
do you like that, McDuck? 

But that's not all! Things are about 
to get Funky up in here. Funky Kong, 
that is, as the air-surfing ape makes 
his platforming debut, board and all. 
And already, he's taking the Internet 
by storm with a "New Funky Mode" 
meme that's put him in the company 
of "& Knuckles" and "Featuring Dante 
From The Devil May Cry Series." 

For those who missed it the first 
time around, the DK Crew is celebrat- 
ing Donkey Kong's birthday at his hut 
when a chill wind blows through. An 
invasion of Donkey Kong Island by the 


viking-like Snowmads is underway, 
and the whole barrel of monkeys gets 
blown away to a far-off island from 
which they'll have to venture back so 
they can settle the score and reclaim 
their homeland. 


In case you didn't play it before and 


are wondering if it's worth your time, 


Donkey Kong Country: Tropical Freeze 


netted a number of Game of the Year 


award nominations back in 2014, even 


claiming the "Best Platformer" award 
from Gametrailers. For our part, 


Lucas gave it a shiny 9.5 in his review, 
while you kind lot saw to it that DK 
brought home a lovely banana-gold 
trophy for "Best Challenge" in our own 
2014 Game of the Year Awards, as it 
was "tough, but just the right amount 
of tough." So go ahead and get excited 
— the Wii U game most deserving of a 
Switch port is getting one! — DAVID 


HYRULE WARRIORS 


DEFINITIVE E 


The third time’s the charm? 


INSTEAD OF JUST another port, how 
about a port ofa port? Or maybe it's a 
double port? The lineage is getting a 
ittle confusing at this point. 

Hyrule Warriors: Definitive Edition 
is coming to the Switch as a fusion of 
the features and content first found in 
both 2014's Hyrule Warriors for the Wii 
U and 2016's Hyrule Warriors Legends 
for the Nintendo 3DS. It's a best-of- 
both-worlds final release of the old 
home console and handheld editions, 


merged together on the new hardware 
that is itself a joining of on-the-TV and 
on-the-go gaming. 

It's also another Switch release that 
arrives as not much of a surprise, as it 
wasn't too hard to predict that this is a 
product that would come into exis- 
tence eventually — especially after 
Fire Emblem Warriors blazed the trail 
for this same development team onto 
Nintendo's newest machine. But hey, 
even if it was an easy prediction, we'll 


ITION 


still call it a victory for our crystal ball- 


gazing feature from back in NF #25, as 
we even pegged the Definitive Edition 
subtitle back then, as well as guessing 
that Breath of the Wild's version of 
Link would show up this time around. 
unfortunately, Champion Link is 
just a cosmetic costume clothing the 
existing Link and his moveset in a 
fresh shade of blue. There won't be 
any Magnesis-wielding, Revali's Gale- 
leaping, paragliding shenanigans on 
the battlefield this time. Keep your 
fingers crossed for Hyrule Warriors 2! 
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In fact, those hoping for any more 
fresh and never-before-seen content 
from this release will need to keep 
hoping for a true sequel too, as 
beyond Link's Champion Tunic and a 
similar Breath of the Wild-inspired 
new outfit for Princess Zelda, this 
Definitive Edition is simply contenting 
itself with offering everything we've 
seen before on the old systems. There 
will be no new playable characters 
beyond the 29 already introduced on 
Wii U and 3DS. No new storylines or 
battlefields. 

All past DLC for the older versions 
is here, though, so it’s hard to feel too 
disappointed — it’s dozens of hours’ 
worth of playable content already. 
There is at least a new way to play 
through that encore content! The 
Definitive Edition is bringing the same 
stories and maps once again, but now 
a friend can tag along and play 
through all the campaigns with you via 
a split-screen two-player co-op mode 
that’s playable both on the TV and in 
Tabletop Mode with lone Joy-Cons for 
each player. Cutting the Switch display 
in half horizontally while undocked 
will mean a fairly small viewing area 
for both players, but it’s an option! 

Combine that with the ability to 
switch between characters on the fly 
(which was introduced in the 3DS 
version, but not available on Wii U), 
and there’s enough attraction here 
that I’m personally seriously consider- 
ing a triple-drip. We'll see if | succumb 
Soon, as it drops in Spring! — LUCAS 
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YS VIII: LACRIMOSA 


OF DANA Shipwrecked! 


IN SOME CASES, the Switch not 
being the first destination for a 
game may be a blessing in disguise. 
That appears to be how the story 
behind this one is coming together, 
as Ys VIII: Lacrimosa of DANA hit 
Sony's PlayStation 4 and Vita last 
September and was greeted with 
glowing reviews for every aspect of 
its game design — except one. The 
localization. 

No one’s quite sure how it 
happened, but Ys VIII shipped to 
stores with an absolutely ridiculous 
and error-riddled translation. Poor 
sentence structure, jokes that ruin 
their own punchlines and just pure, 
terrible word choices that seem- 
ingly weren’t caught by anyone at 
NIS America at any point between 
first receiving the source material 
from the developers at Nihon 
Falcom in Japan and giving the 
thumbs-up to press the "final" 
game onto disc. In one case, they 
localized an area called "Crevice of 
the Archeozoic Era" in Japan’s 
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version to be "Archeozoic Big Hole" 
in English. Big Hole! Don’t go 
trippin’ and fallin’ into that big hole 
over yonder, ya hear? 

The whole situation has been an 
embarrassment for NIS America — 
and so much so that they’re now 
fully retranslating the entire game 
from scratch. The Switch port, due 
this Summer, will boast that fresh, 
hopefully actually good translation. 
So bullet dodged for Switch 
owners, even though we're getting 
the game later. 

As for the game itself, it's the 
latest epic adventure in the legend- 
ary Ys series, a franchise that has 
bounced around to dozens of dif- 
ferent platforms over the decades 
but has always carried forward the 
ongoing tale of red-haired hero 
Adol Christin. In this outing, Adol 
finds himself shipwrecked on an 
island teeming with dangerous 
wildlife. He must locate other survi- 
vors of the wreck and work with 
them to build a new village in this 
strange new place. I’ve only ever 
played a couple of older Ys games, 
so I'm hyped for this! — LUCAS 


PAYDAY 2 


It’s time for crime. 


THE TIMING OF this issue's 
release is such that this writeup 
will no longer be a "preview" once 
print copies arrive in our subscrib- 
ers' mailboxes, as its retail release 
date lands right in the middle of 
our mailing period. Even still, I 
wanted to include mention of it 
here instead of ignoring it entirely, 
as Payday 2 is yet another promi- 
nent port arriving on the Switch, as 
well as another M-rated title (tying 
it to both the themes of this issue 
and our last one, too). 

Payday 2 extols the virtues of a 
life of crime. You become a high- 
stakes thief with no qualms about 
exerting an excessive amount of 
violence to complete each heist you 
attempt, mowing down security 
guards, police officers, FBI agents 
and anyone else who gets in your 
way with a wide array of different 
firearms. (It's "M" for a reason.) 
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The violence isn't the entire 
focus, thankfully, as most of the 
emphasis of the design is instead 
placed on teamwork. Unlike lone 
gunman crime games like those in 
the Grand Theft Auto series, 
Payday 2 keeps your criminal 
company by allowing up to three 
friends to join you for four-player 
simultanenous online multiplayer. 
You'll coordinate with your fellow 
felons to cover all angles as you 
knock over banks, traffic drugs or 
even steal nuclear weapons! Will 
you be the one leading the pack, or 
will you hang out by the car to be 
the getaway driver? 

Payday 2’s arriving on Switch a 
bit late, as it originally launched in 
August 2013 on PC before making 
the rounds to other platforms. The 
Switch port does get one unique 
feather in its cap, though: a timed 
exclusive for the new character Joy, 
a hacker whose LED-adorned mask 
rotates through different images to 
constantly change her face. Will 
she help you break the bank? Find 
out... well, now, if you're reading 
this in print! — LUCAS 
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If we don't 
clear the mission 
before the time 

hits zero, 


we'll both 
be erased! 
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THE WORLD ENDS 
WITH YOU: FINAL REMIX 


The DS cult classic returns on the Switch! 
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SNK HEROINES 
~ TAG TEAM FRENZY ~ 


Two-on-two tussles with warrior women. 


ONE OF SQUARE ENIX'S best- 
loved RPGs is making an encore 
appearance on the Nintendo Switch 
— and it's bringing a new friend 
we've been eagerly waiting for. The 
World Ends With You: Final Remix is 
an updated version of 2007's The 
World Ends With You for the 
Nintendo DS, and also serves as an 
update to 2012's mobile port, The 
World Ends With You: Solo Remix. 
Fifteen-year-old Neku Sakuraba 
awakens in the middle of Shibuya 
with no memory as to how he got 
here. What is certain is that he's 
an unwilling participant in The 
Reaper's Game, where the key to 
survival is depending on others — 
something Neku hates to do. As he 
unravels the mysteries of the 
Reaper's Game, he encounters the 
ashionable Shiki Misaki, the 
brains-and-brawn duo Rhyme and 
Beat and the enigmatic Yoshiya 
"Joshua" Kiryu — each of whom 
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follow him into battle against the 
Noise that threaten them with total 
erasure. 

TWEWY's original battle system 
on the DS made use of both its 
screens simultaneously, with Neku 
being controlled with the stylus 
and his partner's attacks controlled 
by either the D-Pad or A, B, X and Y 
Buttons, depending on your hand- 
edness. While it appears that Final 
Remix's gameplay in the Switch's 
Handheld Mode is based on the 
same touchscreen battle system 
from Solo Remix, the docked mode 
will feature a new gesture- and 
button-based battle system based 
on the Nintendo DS original. 

Finally, what's this about a new 
friend? At the end of Solo Remix, 
there was a static picture of a girl 
wearing headphones and holding 
Shiki's stuffed cat Mr. Mew, with 
the message "New 7 Days" pro- 
jected on the building behind her. 
We'll find out more about her when 
Final Remix is released later this 
year! — REBECCA 
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ІТ MAY ВЕ called SNK Heroines 
"Tag Team Frenzy», but so far, 
everyone on the game's roster 
(Leona, Nakoruru, Mai Shiranui, 
Yuri Sakazaki, Kula Diamond, 
Athena Asamiya and Kukri) comes 
from one place: King of Fighters 
XIV. Ladies from other SNK fran- 
chises may still make the cut, but if 
not, | can't really complain. This is 
the first new SNK fighter on a 
Nintendo home console since the 
SNES, so beggars can't be 
choosers! If you folks need any 
more proof that third-party studios 
are backing the Switch in ways that 
we haven't seen in 25 years, then 
look no further. 

In a move fitting for SNK's 
dramatic, eye-catching return to 
Nintendo systems, the game offers 
a huge array of bombastic, head- 
turning costume options, ranging 
from bunny ears, giant eyeball- 
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shaped headgear and even a cow- 
themed bikini. There are also items 
you can activate during battle and 
a new mechanic called the "Dream 
Finish" that can only be performed 
when your opponent is on their last 
legs. Combat itself will be more 
accessible than in most SNK 
fighters, with the option to 
"activate a variety of moves with 
just one button." Sounds like a 
perfect fit for those of us who have 
spent more time with Smash Bros. 
than Street Fighter over the years. 

Rumor has it that SNK Heroines 
has ties to Nariyuki Quest, a fake 
8-bit RPG SNK announced on April 
1, 2017. This nonexistent joke game 
is about Kukri kidnapping a variety 
of female fighters in a vain attempt 
to marry them, Ice King-style. I 
guess that would explain why 
Kukri, a decidedly male character, 
is on the SNK Heroines box art? 
We'll know for sure after SNK 
Heroines is released in Summer 
2018! - JONATHAN 
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KIRBY STAR ALLIES 


The Pink Puffball’s arsenal of abilities continues to expand! 


IT’S THRILLING TO know that after 
25 years, HAL is still not done adding 
new abilities to Kirby’s repertoire. 
After Battle Royale served as a literal 
showcase of most of his previous 
powers, some thought he might be 
capped. Nintendo has shown that you 
can’t keep a good puffball down 
though, as two new abilities were 
showcased in January’s Nintendo 
Direct Mini, and they’re called Artist 
and Spider! 

Both have roots in the Kirby games 
of the past. The Spider ability is some- 
thing I’m surprised it took this long to 
create. When players play Kirby’s 
adventures, any time they come 
across a new enemy they try to extract 
a fresh power from them. The most 
disappointing enemies 
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were always the ones you gained 
nothing from, like the spider enemy 
Como — and Como has been around 
since Kirby’s Dream Land 3! With 
Taranza being an important spider-like 
character in Kirby: Triple Deluxe, | 
suppose the progression of spiders in 
Dream Land has been sufficient 
enough to produce a new Copy Ability. 
When claimed, the Spider ability 
allows Kirby to ensnare his enemies in 
webs that then turn into web balls that 
Kirby can manipulate. Sounds pretty 
brutal, and | can’t wait to see how this 
ability will interact further with his 
friends, foes and the environment! 
The second new ability shown was 
Artist, and it's one I’ve been waiting 
for ever since taking on Paint Roller in 
Kirby's Adventure. That skating artist 


boss preferred not to fight you 
directly, but would instead use his 
easel to draw out enemies and obsta- 
cles to attack you. He could spawn all 
sorts of things just by flicking his 
brush on the canvas, like Waddle Dees, 
cars, clouds and more. This ability isn't 
unique to him though, as we've seen 
Ado, Adeleine, Drawcia and Paintra 
use similar abilities in past games too. 
Now it's finally Kirby's turn, and we've 
seen him painting King Dedede, who 
then pops out of the painting and 
attacks foes. Seeing what other 
sentient art he can draw and how it 
will interact with other abilities will be 
a real stroke of genius! 

Artist and Spider were the only new 
powers shown in January, but then 
two more were revealed 


just as we were finalizing this issue! 
The third fresh addition to our 
hero's arsenal has no English name 
yet, but it might as well be "Power 
Pole Kirby," as it's a Copy Ability that 
equips him with the same kind of 
extending staff weapon most famously 
wielded by the young Goku in the 
original Dragon Ball series. Perhaps 
Kirby will obtain it after inhaling a new 
kind of monkey enemy? The Journey 
to the West vibe is strong with it. 
Finally, joining the ranks of Crash 
and Cook as a singularly huge screen- 
clearing attack is Festival, a new Copy 
Ability that causes Kirby to don a 
colorful headdress and start dancing 
in such a joyful way that all the foes in 
view can't help but dance along with 
him... апа they can't help but dance 
50 vigorously that they explode into 
stars! Now that's what I call 
a party! — BRETT 


RELEASE: MARCH 16,2018 RATING: E10+ 


44 ISSUE #32: THE PORT REPORT 


PREVIEWS 


MARIO TENNIS ACES 


Story Mode returns as the series shifts to the Switch! 


SEEING WALUIGI'S WINDSWEPT 
hair sticking out of a visor probably 
isn't something that we thought was 
missing from our lives. But it definitely 
was — and thanks to Mario Tennis 
Aces, it's now a reality! 

Nintendo revealed the newest entry 
in the Mario Tennis franchise during a 
Mini Direct in January. While details 
are relatively sparse so far, the Switch 
game is set to release soon - this 
Spring. This time, Mario, Luigi and 
their Mushroom Kingdom friends are 
sporting visors and polo shirts. 
Basically, they look like they belong on 
the court for a change, instead of 
dressed for another adventure. 

That's not the only thing new, 
though. Mario Tennis Aces will feature 
a Story Mode, with boss battles and 
missions, for the first time in over a 
decade. Though it's hard to tell if this 
Switch sequel will offer RPG elements 
like its Game Boy Color and Game Boy 
Advance predecessors. 

Early footage for Mario Tennis Aces 
shows the mustached hero running on 
a fairly linear overworld map, so it's 
unknown whether customizable char- 
acters or a more open-natured 
approach will be present. Like, will 
there be sidequests? Dialogue 
choices? Skill trees? Or ultimately, will 
Story Mode just bounce you from level 
to level? 

What's safe to assume is that multi- 
player will play a major role in Mario 
Tennis Aces. And honestly, this cooper- 
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ative and competitive aspect has 
served up my favorite memories for 
the franchise. There was a point in 
high school when if | wasn't playing 
tennis outside, | was engaged in long 
rallies as Baby Mario in Mario Tennis 
on the N64. I'd team up with my Dad 
in doubles or face off against friends! 
Then, in college, Mario Power 
Tennis came along, providing hours of 
intense volleying and rallies with one 
of my best friends. Years and years 
later, | found myself hitting the courts 


online with Mario Tennis Open on 3DS. 


(I did, however, stay as far away as | 
could from Mario Tennis: Ultra Smash 
on Wii U.) 


All in all, Mario Tennis is at its best 
for me when the game sticks to the 
sport's basics, but accentuates the 
experience. Wacky courts or some 
Mushroom Kingdom-inspired chal- 
lenges are welcome. Power-ups that 
prolong points to unforgiving lengths 
need to be left behind — that was a 
real problem with Mario Power Tennis. 

So I’m a tad nervous about the 
unexplained power meters popping up 
in the upper corners of the screen for 
Mario Tennis Aces. There seems to be 
a green circular gauge that fills up as 
you play a match, building toward . . . 
something. However, Nintendo hasn't 
commented on this system quite yet. 


Another unknown relates to motion 
controls. Swinging a racket could 
translate well to a Joy-Con, similar to 
what we saw with tennis in Wii Sports 
with the Wii Remote. But it'll be 
intriguing to see whether Nintendo 
leans into that or not. (Though it's 
very likely that Mario Tennis Aces will 
at least offer this scheme.) 

Finally, Mario Tennis Aces marks 
the first sports-focused foray for the 
plumber on Switch. So it's imperative 
Nintendo gets off on the right foot. 
While the 3DS saw strong entries in 
the Mario Tennis and Golf series, the 
Wii U didn't. Mario Tennis Aces has 
made a solid first impression — now 
we're just waiting to see what its full 
offering on Switch will be. — EVAN 
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PREVIEWS 


NINTENDO’S JANUARY NO-SHOWS 


Fans predicted a blowout for the Big N’s first Direct of 2018. Instead, we got a Mini! Here, then, are games we're still waiting to see revealed. 


WITH EACH PASSING day, the Smash-shaped hole in the Switch software 
lineup seems to grow larger and more glaring. We're at the point now where pro 
athletes and celebrities are sending tweets to Nintendo of America to ask about 
this game’s whereabouts! And the further away we get from the late 2014 release 
of the 3DS and Wii U editions, the murkier the Switch version gets. Would it still be 
largely a port of those two versions with a few new characters, as so many have 
predicted? Or has enough time passed now that any Switch-bound Smash would 
be a fresh, "from the ground up" creation? Still no word either way, but Nintendo's 
planned launch of the paid Nintendo Switch Online service in September this year 
is a strong hint that they'll have a major online title like Smash to carry its flag. 


FIRE EMBLEM ON SWITCH 


IT'S BEEN OVER a year now since this project was officially revealed to be in the 
works, during the same Fire Emblem-focused Direct presentation in January 2017 
that also announced Fire Emblem Echoes: Shadows of Valentia. At that time, no 
further details were offered for this Switch sequel beyond the fact that we should 
expect it to be released in 2018. Well, 2018 is here, so throw us a bone Nintendo! 
Fire Emblem Warriors just launched a few months ago and we certainly haven't 
been starved for content in this series recently, but it would still be nice to have 
our first look at how the franchise's first mainline console sequel in a decade is 
shaping up. Maybe they'll let us see something before E3 rolls around again? 


SUPER SMASH BROS. ON SWITCH 


ANIMAL CROSSING ON SWITCH 


PLEASE DON'T TAKE offense at the use of a screenshot of Animal Crossing: 
amiibo Festival there! (Though I maintain it's not a bad game for parents and kids 
to play together for lots of laughs.) That content-thin party game is still our most 
recent way to walk with the animals on a Nintendo console, sad to say. Since we 
last lamented the lack of a true Animal Crossing sequel, though, the mobile game 
Pocket Camp has come (and mostly gone), so the brand's still very much active. 
These holdovers aren't helping hold too many people over from wanting the real 
deal, though! Come on, Nintendo! We know that there's got to be a true, full, 
honestly amazing actual sequel in the works behind the scenes in your offices in 
Japan. So just let us see it, huh? Maybe give us a release window, yeah? 
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A MILD PANIC ensued оп Reddit after our last NF issue started showing up in 
subscribers' mailboxes and readers saw that we'd listed "Pikmin 4" as a game we 
were planning to write about in this edition, so my apologies if you were one of 
the fans who was sent into a frenzy. | just like to check in with this game from 
time to time, to remind everyone out there that yes, it has been officially con- 
firmed to be in development by Mr. Miyamoto. He first mentioned it years ago, in 
July 2015, saying at that time that the game was "very close to completion." So 
unless it was scrapped in the 11th hour for some reason, it's a finished game that 
Nintendo has just been sitting on until the time is right. (I say it's right right now!) 


THESE MUSINGS ALL BY LUCAS M. THOMAS 
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Wii U STATUS UPDATE 


THE NINTENDO SWITCH has been on sale for 
one year now — having launched back on March 
3, 2017 — and in this past year it’s exploded in 
popularity, blazing up the sales charts and 
selling so many units around the world that it’s 
already easily eclipsed the total number of Wii U 
consoles sold through that system’s entire life 
cycle. That wasn’t hard to predict. The sales of 
the Switch have taken off even faster than some 
expected, but given how wimpy the Wii U was in 
the end and how much hype surrounded the 
Switch following its October 2016 reveal, most 
game industry followers could already see ahead 
to this current reality before March 3 last year. 
And, specifically, many longtime Nintendo fans 
rightly predicted that several Wii U games would 
get a second chance to shine on the Switch by 
way of ports. After all, Nintendo spent too much 
time, money and effort in developing exclusives 
for the Wii U that then only had a relative 
handful of hardware owners as potential pur- 
chasers! It seems like there have been quite a 
few Wii U ports so far (just look over to the left 
to see several of the most prominent), but let’s 
nch the numbers for an accurate status 
update, shall we? 
First up, The Legend of Zelda: Breath of the 
Wild. This one muddies the waters immediately, 
as it launched on Switch on the same day that it 
also hit the Wii U. By that reckoning, it shouldn’t 
be considered a port. But we all know it was one 
behind the scenes, having entered development 
as a Wii U exclusive several years ago and only 
shifting to be a dual release on Switch when the 
Big N needed a big name for Day 1. In fact, the 
Wii U version had some features rolled back in 
order to make the Switch edition a more equiva- 
lent experience! (There was going to be a lot of 
cool Wii U GamePad stuff going on, with the Pad 
working as your real-world Sheikah Slate.) It may 
not fly with all of you, but I’m going to count 
Breath of the Wild as a port. 
Next up, LEGO City Undercover. Nintendo 
actually published it as a Wii U exclusive shortly 
after the Wii U launch, and it must have under- 
performed mightily given that release timing. 
Warner Bros. gave it a second chance last year 
on Switch (as well as competing platforms). 
Mario Kart 8 was an easy one to predict a port 
for, and in fact it was the first one we suggested 
in our "Farewell Wii U, Hello Switch" feature in 
NF #25. It got some upgrades in the transition, 
most critically its totally overhauled and much- 
improved Battle Mode. It truly is Deluxe now, and 
even makes a "real" Switch sequel questionable. 


Pokkén Tournament got a similar Deluxe port 
(though abbreviated to just "DX" to be even 
cooler). Bayonetta and Bayonetta 2 came in just 
under the wire to make the cut for the Switch's 
first calendar year of releases. And not pictured 
at left are Skylanders: Imaginators, Minecraft: 
Story Mode and Resident Evil: Revelations, all of 
which got retail releases on Wii U and have 
already reappeared at retail again for Switch. 
The rabbit hole goes much deeper if you dig into 
digital releases in the eShop, but if we just judge 
by which titles brick-and-mortar customers have 
seen under both the Wii U and Switch banners, 
the total is only eight after one year. (Or nine if 
you count the Bayonettas separately, but they 
both came in the same retail box in both cases, 
so one seems more appropriate.) 

Is eight total bad? Good? It depends on your 
personal perspective, | suppose, but it seems to 
me that anyone's fears about the Switch retail 
lineup being flooded with only Wii U ports should 
be laid to rest. Yes, there have been a few, but at 
а rate of less than one per month, things aren't 
too terrible. 

The trend continues beyond Switch's Year 1, of 
course, as we already know that Nintendo's got 
two further Wii U encores on deck for Spring: 
Donkey Kong Country: Tropical Freeze and 
Hyrule Warriors (again), now upgraded to a 
"Definitive Edition." Neither of those is surprising 
either, and Tropical Freeze getting an encore 
appearance is especially appropriate since so 
many people missed out on that masterpiece the 
first time around! 

Even as those two bring the total up to 10 "Wii 
U retail to Switch retail" ports, though, Nintendo 
still has more past projects from the last genera- 
tion to revisit, should they choose to do so. Of 
those that remain, the HD remakes of The 
Legend of Zelda: The Wind Waker and Twilight 
Princess seem like they might have an increased 
chance to reappear to keep the Zelda franchise 
momentum rolling in this post-Breath of the Wild 
world. Since Monolith Soft delivered Xenoblade 
Chronicles 2 so quickly, it seems a little more 
possible that Xenoblade Chronicles X could get a 
second chance now (and they've already shown 
that they're willing to port that series, as the 
first Xenoblade Chronicles got a New 3DS port). 
Super Mario Maker is another Wii U heavy hitter 
that we're hoping to see again, though it might 
be primed for a sequel more than a port at this 
point. And then there's good old Super Smash 
Bros., which we keep mentioning, because we're 
still waiting to learn what's up with it! 
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THE INDIE AVALANCHE 


WHILE THE SWITCH retail software lineup 
being bolstered by encore appearances of Wii U 
titles was easy to foresee, | don’t think anybody 
quite expected what’s been happening on the 
eShop side of the equation: an indie avalanche! 

For visual reference, please glance to the right 
and see a crowded stack of eShop game icons, so 
numerous that | had to layer them on top of one 
another (and there are many more | could have 
chosen to include beyond those 17). Those icons 
all represent notable ports from past platforms 
that have arrived in the Nintendo Switch eShop 
just within the last few weeks, as we’ve been 
prepping this latest NF issue. When making each 
new edition of the magazine, we have to set a 
cut-off point when it comes to reviews, because 
you all probably wouldn’t appreciate reading an 
issue that had a Download section that’s 50 
pages long and full of nothing but indie reviews! 
So we have to make a Sophie’s Choice about 
which games are going to get review coverage 
and which ones will be forced to wait until the 
following issue — and which ones we won't get to 
review at all! 

It’s a good problem to have, but the reason it’s 
become a problem is that the Switch has been so 
successful so quickly that indie studios around 
the world have been scrambling to port their 
existing games to this newest eShop as fast as 
they possibly can. While the quantity of eShop 
releases started off slow in the weeks and 
months immediately following the Switch launch 
last March, things started picking up steam over 
the summer months — and by the time Fall 2017 
arrived, each new release day every week was 
getting totally deluged with new releases! 

And not just forgettable filler games, either. 
Big-name projects are elbowing each other for 
attention, releasing within days of one another, 
or even on the same day! Golf Story managed to 
claim the fandom’s attention when it arrived on 
September 28 last year, clawing its way to the 
forefront among the 16 other games that 
released alongside it on the same day. It got to 
enjoy the relative spotlight for one week before 
the highly anticipated port of Stardew Valley 
arrived on October 5 — though Stardew Valley 
also had Axiom Verge, Tumblestone, Volgarr the 
Viking and Lovers in a Dangerous Spacetime 
launching at the same time too, among others. 
The delightful Yono and the Celestial Elephants 
followed one week after that, doing battle with 
Wulverblade, The Flame in the Flood... it was a 
crazy time. 

But maybe the proliferation of ports was just 
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localized to that small set of weeks in late 
September and early October, because indies 
were rushing to get their games released before 
Super Mario Odyssey swooped in to take every- 
one’s attention away? That was a motivating 
factor, sure, but the avalanche has continued 
even beyond that, with multiple notable titles 
still dropping into the eShop each and every 
week. Again, the icons at right tell the tale: just 
in February 2018 we've seen SteamWorld Dig, 
Xeodrifter, Mercenary Kings, Night in the Woods, 
Old Man's Journey, Owlboy . . . 

Somewhere in Nintendo of America headquar- 
ters in Redmond, Damon Baker is in desperate 
need of a nap. 

Speaking to Gamesindustry.biz, Jaakko 
Maaniemi of developer 10tons reflected on the 
gold rush nature of indies trying to get to Switch 
as fast as possible. 

"What's been observed in public is exactly 
true; every time a new digital storefront for 
games comes up and gains millions of budding 
customers, there's a huge market opportunity. 
Those who are quick to the market reap outsize 
rewards. The window of opportunity is always 
limited though, as competition always flocks to 
any market where good profit is being made. 
And the competition is massive in volume these 
days, due to greatly improved game making 
tools and every platform holder having 
embraced indies, making distribution equally 
easy. The indieapocalypse, if you will." 

Labeling it an "indieapocalypse" might seem 
worrying. Are we really seeing too much too 
quickly? Will the sheer volume of all these ports 
cause the bottom to fall out of the eShop soon? 

Most developers seem unconcerned, as the 
Switch audience continues to handsomely 
reward games that arrive in the eShop with sales 
greater than any they've seen before! From 
Shovel Knight to Super Meat Boy and every- 
where in-between, developers continue to take 
to Twitter in the wake of their ports' releases to 
express their shock and surprise at the volume 
of downloads sold, especially for games that are 
several years old already. 

"Shovel Knight, which was almost three years 
old when the Switch launched, sold more units 
out of the gate than any other platform," said 
David D'Angelo of Yacht Club Games. 

Shovel Knight was there on Day 1 of the Switch 
launch, of course. As we move further away from 
that debut day, will indie pay days diminish 
accordingly? | suppose we'll have to check in 
again in, say, one more year to see! 
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FINALLY, LETS CONTEXTUALIZE the current 
Switch port situation by looking back on 
Nintendo’s past hardware platforms and seeing 
how much ports of older titles helped push them 
out the door in their first years. 

First up, it’s important to point out that the 
entire home console legacy for Nintendo began 
with three critical ports. When the Nintendo 
Entertainment System first launched in 1983 in 
Japan with its original name, the Nintendo 
Famicom, it had no exclusive games! Its entire 
launch lineup was comprised of three ports of 
Nintendo’s biggest arcade games: Donkey Kong, 
Donkey Kong Jr. and Popeye. That’s it! The fact 
that they were ports was the key selling point, 
you see, because up until then no home system 
had been able to faithfully recreate the arcade 
experience at home in your living room. (Keep 
flipping into our Retro section this time to seea 
couple of failed conversions from that same era.) 
When the NES later came to the States, those 
same ports weren't presented first and foremost 
any more. They still came along within the first 
year, but the NES launch champions were 
original works like Super Mario Bros., Duck Hunt 
and Excitebike. Ports played a supporting role, 
but the system likely would have been fine 
without their help. 

Bringing the arcade experience home became 
a major selling point again when the Super NES 
rolled out a few years later, though — the most 
important port that it got within its first year on 
the market was the home conversion of Street 
Fighter II! That port was incredibly impactful. It 
helped set the SNES apart from the Genesis (as 
Sega had to wait more than a year after its 
release before Capcom brought "Special 
hampion Edition" to Sonic's machine), and 
more than that the home version of Street 
Fighter ІІ motivated further interest in the new 
arcade revisions of the game as they rolled out 
through the following months and years. 
Nintendo's original Game Boy was somewhat 
upported by ported games here and there, but 
not in its first year — and when games did get 
Game Boy conversions, they were almost always 
crippled in the process (again, flip ahead a bit). 

Back on the console side of things, the N64 
was such a departure from earlier hardware that 
it ended up receiving hardly any ports over the 
course of its entire life cycle! Even games that 
seemed like they would be ports, like DOOM 64, 
were wholly original sequels instead. 

Likewise, the GameCube generation was also 
populated with precious few ports from the past, 


though the reasoning was different in that era — 
the GameCube was actually a technical contem- 
porary with its competitors, Microsoft's first 
Xbox and Sony's PlayStation 2, so the trend in 
that era was for multiplatform games to just get 
three versions across the entire trio. Nintendo 
didn't have to play catch-up back then. 

That started soon after, though, when the 
company intentionally underpowered the Wii and 
Sony and Microsoft leapt ahead in raw process- 
ing strength. The Wii's most prominent ports 
ended up coming from Nintendo directly, when 
they produced the "New Play Control!" series as 
a way to give some undersold GameCube titles a 
second chance to score more sales with the 
addition of Wii Remote motion control. That 
series of re-releases must have underperformed 
itself, though, because it was cancelled partway 
through. (I'm still waiting on New Play Control! 
Chibi-Robo!, Nintendo of America!!) 

Now, the Wii U. Well, it got plenty of ports, and 
right out of the gate! Nintendo even put some 
marketing muscle behind them, trying their best 
to sell gamers on buying a new console to play 
old games with a few new additions, like Batman: 
Arkham City — Armored Edition, Ninja Gaiden 3: 
Razor's Edge and Tekken Tag Tournament 2: Wii 
U Edition. Though it was nice as a Nintendo-only 
gamer to finally be getting some of the same 
games that PlayStation and Xbox players had 
already enjoyed years earlier, at the time it felt 
like showing up late to a party that had already 
ended. The ports didn't much help the Wii U to 
succeed. 

Which means the Nintendo port platform 
champion of the past was . . . the Game Boy 
Advance! (What, | skipped that one?) Well, | 
shouldn't have, since it was a pure port magnet. 
As essentially a portable SNES, the GBA got a ton 
of games brought over from the 16-bit era, most 
notably Nintendo's Super Mario Advance series 
that basically carved up the SNES Super Mario 
All-Stars compilation into a bunch of separate 
eleases. In fact, the game simply named "Super 
Mario Advance" was the GBA's lead-off hitter on 
Day 1, and it was just a souped-up, thrice-baked 
port of Super Mario Bros. 2! 

Having looked back across the decades and 
then looked back at the port output on Switch 
today, | think we may indeed be living in the 
midst of a port pile-on the likes of which we've 
never seen before. I think, in the end, the Switch 
will outpace the GBA, the Wii U and all who came 
before in port volume. And | welcome it! Because 


|, like many others, want all games on Switch! © 
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WALKING 
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JUST PEACEFUL, 
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STREET FIGHTER II 
GAME BOY, 1995 


That’s right, Blanka — hide your face in shame. It’s good that you’re self-aware enough to realize how poor of a port 
you're pictured in on this page! While we've finally arrived at a point in Nintendo history when the portable versions of 
hit console games are actually the exact same thing as the console games (thanks Switch!), it was not always thus. For 
the past few decades, we've had to deal with the likes of the above: compromised, condensed handheld editions that 
tried (and largely failed) to replicate the home experience on the go. The Game Boy Street Fighter ll was notoriously 
bad, cutting out three playable fighters and forcing all the attacks into a two-button control scheme. Yeesh! — LUCAS 


THE 


PORTS 


Sometimes trying to bring a game from one platform to another just isn’t the best idea. Here are some of the worst ports ever! 


IT FEELS LIKE walking on the edge of a knife. As a 
lifelong Nintendo loyalist, I’m ecstatic to see so many 
ports from third-party studios making their way to 
the Switch, as this level of strong support from teams 
other than those owned by Nintendo is something we 
haven't seen in years. But every time a new port is 
announced, | feel like it's time to hold my breath. Will 
the team assigned to do the porting do their job well, 
and so cause Nintendo's platform to look better as a 


result? Or will they botch the game in the transition 
process, and so cause another chorus to rise up from 
the naysayers that Nintendo's tech just isn't up to 
snuff with Sony and Microsoft's stuff? 

It's a fear that's unfortunately well founded, as 
over the years Nintendo loyalists have been burned 
time and again by big-name games being ported to 
new pieces of Nintendo hardware, but being ported 
so poorly that the systems themselves suffer. 


And so herein lie some true horrors. You'll see 
most of the poorest port jobs over the years have 
happened when trying and failing to shrink big games 
down to portable form, as the Game Boys earn our 
ire most of all. But just to go truly retro and give the 
Big N a reprieve from all the negativity, a pair of even 
older historically significant bombs will round out this 
small sample set of stinkiness. | wish we had room to 
share even more! (I think?) — LUCAS 


FROM ARCADE TO GAME BOY ADVANCE 


MARBLE MADNESS 


FOR MY MONEY the worst port ever produced for a Nintendo 
platform is this game — or, rather, half a game. Marble Madness is a 


short experience. Originally housed within an arcade coin-op cabinet 
equipped with a trackball, its novelty controller offset the fact that the 
game itself was only six levels long. It could be bested in mere minutes, 
on a single quarter! Still, it was good fun, and its NES port introduced it 
to a wide audience. But, years later, it came back to Nintendo in a two- 

in-one combo cartridge for GBA (paired with another arcade classic, 

Klax). The problem? This version ended after just three levels! It only 

had six to start, and half of those were axed?! What in the world 
happened to screw up such a simple job?!?! - LUCAS 


FROM ARCADE TO GAME BOY ADVANCE 


ULTIMATE MORTAL KOMBAT 3 


AGAIN, IMMEDIATELY, I'M forced to wonder how this could happen! 
Ultimate Mortal Kombat 3 was the pinnacle of the series' first era, an 
enhanced edition of Mortal Kombat 3 that added extra characters and 
brought in extra millions for Midway in the arcades of the mid-'90s. 
Like it predecessors, it got ported to home platforms like the Genesis 
and SNES. Those versions were good! Faithful conversions. Everyone 
was pleased. Then, six years later . . . this abomination. The team that 
handled the port to the GBA somehow tore the core game apart in the 
process, rendering it wholly unplayable. The offender? Horrid, abusive 
A.I. that absolutely punished players in the very first match with cease- 
less combos and spammed attack patterns that humans could never 
match. A difficulty slider offered easier settings than the default, but if 
you chose that route then the pendulum swung to the opposite 
extreme and gave you opponents who refused to attack at all! Combine 
that with muddied graphics, missing characters (sorry Sheeva!) and 
broken controls, and you've got one of the worst ports ever. - LUCAS 
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SONIC THE HEDGEHOG 


NINTENDO HAS HISTORY, and Nintendo likes to celebrate that 
history by re-releasing their classic titles over and over again for each 
new piece of hardware they produce. While it's important to preserve 
that legacy for new generations, seeing Super Mario Bros. trotted out 
for the umpteenth time like it's manna from heaven wears a bit thin. 

But when it comes to reliving past glories, Nintendo doesn't hold a 
candle to Sega, whose perpetual parading of the Genesis catalog feels 
like the desperate ploy of a former athlete who peaked in high school. 
At least you can trust Nintendo ports to be of consistently high quality! 

In contrast, Sega often cares little for the talent in charge of each latest 
retro cash grab. (Ever check out a Genesis Flashback plug-and-play 
machine? Yikes!) The worst example of this conspicuous disregard is 
Sonic the Hedgehog Genesis, a 2006 Game Boy Advance adaptation of 
the Blue Blur's debut. Welcome back to the "Next Level," now in 
portable form and with basic but welcome additions such as a level 
select, memory backup and the Spin Dash technique! It should have 
been a slam dunk. It could have been a slam dunk. (Spoilers: It wasn't a 
slam dunk.) Navigating Zones was even more harrowing thanks to the 
zoomed-in view, though you could chalk that up as a necessary conces- 
sion most GBA ports had to make in the conversion from higher video 
resolutions. What weren't necessary were the butchered music and 
inexplicable slowdown. Oh, and the glitches. We're talking glitches for 
days! Walls you phase through, objects you get stuck in, moving plat- 
forms that refuse to move, enemies susceptible to seizures — and that's 
only in the first Act! Perhaps the GBA hardware simply couldn't handle 
all that Blast Processing, you may muse. Bunkus! In the span of three 

months, a fan by the name of Simon Thomley made his own Sonic 1 

GBA proof of concept and uploaded the ROM for the world to enjoy. 

Needless to say, this single-person passion project made the official 
release look even more like a cruel prank than it already was. By the 
way, that guy? Simon Thomley? He's also the sole member of the game 
studio Headcannon, best known for co-developing the Sonic 1 and 2 
mobile remakes in 2013, as well as another little number called Sonic 
Mania! This man has been showing Sega how business should be done 
for a solid decade! Talk about embarrassing! - TONY 
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MEGA MAN & BASS for the Game Boy Advance is the very definition 
of a Monkey’s Paw wish (no offense intended to the DK Crew). 
Originally released in 1998 as Rockman & Forte for the Japanese Super 
Famicom at the end of the system’s lifespan, Mega Man fans in the 
West pined for the follow-up to Mega Man 8 (the only one we would see 
until Mega Man 9 in 2008, a full decade later) to somehow be released 
on our shores. And eventually, release it they did — squashed down to 
fit on the portable Game Boy Advance. Capcom took what was already 
quite a difficult game and compromised it in such a way that it became 
quite a bit more difficult. The primary factor in this is the way the 
screen has been cropped, masking projectiles, enemies and even the 
instant death-dealing spikes from the player’s view until it’s too late. 
A restricted view of the action isn’t the only problem players will face, 
even though it’s probably the most troublesome. Other issues that have 
affected ports to the handheld are also present here, such as washed- 
out colors and lower-quality sound output versus the Super NES. More 
irksome, however, is that while the Game Boy Advance seemed tailor- 
made for porting games from Nintendo's 16-bit platform, the bizarre 
decision to provide fewer buttons can affect how those games play. In 
this particular instance, Bass’s dash maneuver — normally mapped to 
the A Button, much like in the Mega Man X series — can only be per- 
formed by a double tap on the D-Pad, providing a less-accurate input 
for players to perform precision platforming. The icing on the cake is 
the fact that while Capcom’s games were usually great during this 
period, their localization often wasn’t on-point. While readable, the 
game’s printed instruction manual was chock-full of errors, and the 
in-game CD Database of profiles on every major character in the series 
saw quite a few liberties taken. What’s worst is that this is still the only 
version of this game officially released outside Japan! — DAVID 


EARTHWORM JIM 


EARTHWORM JIM WAS never a perfect game. For example, I'm 
going to save you the trouble of looking it up by telling you that the 
stage with the frustratingly uncontrollable, fragile bathysphere was 

titled "Tube Race." The game’s charm lied in the zany sight gags, silly 

animation and goofy music. It was like you were in a real cartoon! For 
most kids, that was enough. This port tried so very hard, and yet all 
that art and animation was far too much for the poor Game Boy to 

bear. Looking for Jim’s sprite on the screen is like sifting through a pile 

of black and white Legos someone dumped on the floor. With such a 
low resolution and limited palette, none of the absurd humor comes 
across. For instance, in one level you have to protect Peter Puppy, an 
adorable little dog who turns into a ferocious, slobbering beast and 
attacks you whenever he gets hurt. This wacky idea is obvious in the 
SNES version, but here it looks like you’re hanging out with a pile of 
squares that occasionally turns into a bigger, more aggressive pile of 

squares, usually in response to running into other piles of squares. 

Every other joke is just as indecipherable! It doesn’t work at all! You 

might as well try to display an old Fleischer cartoon on a graphing cal- 
culator. There is one advantage this port has over every other version 
of the game, though. That bathysphere in Tube Race? Yeah, it’s actually 
infinitely easier to control on the Game Boy. Say ... you know what? | 
take everything back. That difference alone means I’m crowning this 
port The Absolute Best Earthworm Jim Experience of All Time. 
(Because seriously, | hate that level.) - LINDSEY 


RESIDENT EVIL 


NOW, TO BE fair right from the start, | suppose it isn’t quite right to 
label this one as one of gaming’s Poorest Ports. Why? Because it was 
never released! Had it actually made it to retail and had we been given 
the chance to play it in its entirety, then a final judgment could have 
been handed down for it. But the Game Boy Color version of Resident 
Evil was and will forever remain a perpetual work-in-progress, thanks 
to the fact that someone at Capcom made the decision to pull its plug 
some time before it went out the door. (Had it continued and gone 
through production, it most likely would have launched in either 1999 
or 2000.) But let’s back up a bit! The original Resident Evil was a spec- 
tacular success on Sony’s first PlayStation in 1996. Capcom crafted a 
masterpiece of atmosphere and fright. Maybe not a masterpiece of 
gameplay thanks to its clunky control scheme, but fans overcame that 
one obstacle and reveled in the birth of the survival horror genre! As 
was common practice at the time, any home console game that sold 
well was examined for possible conversion to portable form, in order to 
get a second scoop of cash from the same game design. As there was 
no portable PlayStation yet, Capcom targeted Nintendo’s latest Game 
Boy for a handheld version of their PS1 original, handing off develop- 
ment duties to a team at the London-based HotGen Studios. HotGen 
had a herculean task ahead of them, trying to adapt the pre-rendered 
3D environments and character models of the source material into a 
form that would fit on the GBC’s 160 x 144 pixel screen. And, actually, 
they didn’t do too bad a job! Direct comparisons illustrate a worthy 
translation, and it’s unlikely any other team could have done better. 
Still, when HotGen delivered their finished product to Capcom in Japan, 
it was deemed unfit for production and cancelled — as a completed 
game! The company released a statement saying they were "not confi- 
dent that the product would have made both consumers and Capcom 
happy." Alas. Some ports weren't meant to be! — LUCAS 
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DONKEY KONG 


IMAGINE SEEING THE arcade version of Donkey Kong that we all 
know and love, and then seeing an advertisement saying you could 
have that game in your home. There was no Internet and no reviews 
that could tell you if a game was good or bad, but you knew what it was 
supposed to look like and how it was played. So you gather up about 
$40-$60 and go to your local Sears where they sold video games and 
bought Donkey Kong for the Atari 2600. Then, when you get home, you 
see a portly man, a monocolor "Donkey Kong" blob monster, and a 
blonde Pauline. Buyer’s remorse doesn’t begin to describe what most 
consumers felt bringing this arcade port home, as the coders were 
trying to bring a technologically advanced game to an outdated 
console. Better ports were available on the market at the time, but the 
best-selling console was still the 2600, so Atari asked Coleco to make a 
version that would run on it. Despite rumors of Coleco sabotaging this 
port in favor of making their own ColecoVision version look superior in 
comparsion, that was never proven to be the case. No matter how 
much more time they had to spend on the game, the 2600 simply was 
not built for this type of game! The ad did say it played like Donkey 
Kong, which it did, but it never claimed that it "brought the arcade 
home." It was also missing two screens, as the construction site 25m 
opening level and the rivet-filled final 100m screen were the only two 
available. | remember playing it, and then later playing a better port 
and thinking they were just different games with the same name. 
Essentially, that was the case! - BRETT 


HIGH SCORE 
1190 


PAC-MAN 


THE ALL-TIME MOST popular arcade game of the early '80s was and 
still is Pac-Man. Namco hit it out of the park in 1980 with this incredibly 
addictive and fast-paced maze adventure. Everyone wanted to play it 
all the time, and it was easily the machine with the most quarters in it 
at the end of the night! It made sense to try to bring the experience 
home to consoles, and everyone wanted a piece of the pie-shaped 
hero. While some machines on the market boasted better parity with 
the arcade version, the best-selling home version was on the Atari 
2600. Most of the 7,000,000 consumers who bought the game paid 
around $40, and not too many of those millions were happy with their 
purchase. While the game did somewhat resemble the arcade version, 
the bigger issue was the speed at which the game ran. The Atari 2600's 
hardware could not come close to matching the processing power of 
the arcade cabinets, so the ghosts "flickered" as they moved because 
each one had to be constantly redrawn. This led to the game being 
slow, hard to control and terrible to look at — and while 7,000,000 sold, 
12,000,000 were ordered. People like to say it was E.T. that caused the 
video game crash of 1983, but this pathetic Pac was the real straw that 
broke the camel's back. Atari's reputation among consumers started to 
sour with this game and continued with more poor ports, and Atari 
never learned from their mistake, leading to their demise. - BRETT 


CHARACTER PROFILE 


It’s the Emperor of Muay Thai himself, the 75" giant who's towered 
over the competition since the very first World Warrior tournament! 


SUPER NINTENDO 


ENTERTAINMENT SYSTEM 


The lore of the entire Street Fighter series began here, with Nintendo fans' first mainstream recognition of 
Sagat's fateful final duel with Ryu at the conclusion of the first Sagat came with the release of the Turbo revision 
World Warrior tournament. Though Sagat was the stronger of Street Fighter ІІ on the SNES, as that was the 
fighter and pinned the young upstart, Ryu refused to accept game that made him playable for the first time — 
defeat and executed a desperate last Shoryuken that scarred and also because he appeared prominently on its 
Sagat's chest permanently. Sagat swore revenge! box art, facing off against E. Honda! 


FIRST APPEARANCE 
STREET FIGHTER (1987) 


Sagat's career started at the very Damaged but not deterred, Sagat Rejecting villainy to turn over a new In celebrating the 30th anniversary 
top, as he served as the final boss of returned for revenge as a Shadaloo leaf, Sagat heroically began fighting of the entire Street Fighter saga, it 


the original Street Fighter game! King and fully playable character! to rescue kidnapped children. seemed only right to look back on the 


career of the character who started it 
all. Not Ryu, the hero, but Sagat, the 
hero's motivation! 


Sagat organized the first World 
Warrior tournament to test himself 


As a final boss, though, he was of In the live-action Street Fighter During the events of Street Fighter against Earth's strongest fighters, 
course defeated by every player who movie, Sagat was depicted as a goofy Alpha 2, Sagat canonically lost a fight and when Ryu met the challenge it 
beat the game. Sorry, big guy! arms dealer named Viktor. Yikes. to Dan, the series' joke character. kicked off decades of rematches! 


What's this? The final highlight isn't on a Nintendo 
system? Well, currently, Sagat's doing his best work 
elsewhere. He's been revealed as the final DLC fighter 
for Street Fighter V's Season 3, meaning Capcom's got 
a lot of faith in his fan appeal! Maybe Nintendo fans 
will get all-new SF sequels again some day... 


BY LUCAS M. THOMAS 


TRADITIONAL 
PEN MUAY THAI 

You've got a lot to learn WRAPPINGS 
before you beat me. 


Try again, kiddo!” 


BALD IS BEAUTIFUL 


L^ 


DON'T CALL HIM 
A PIRATE! 


STRENGTH OF THE 


BATTLE SCAR TIGER 


OF INFINITE 
MOTIVATION 


SAMUS & SAGAT 


What happens when the tournaments have ended, 
or when you're stuck between sequels? Lots of 
downtime to spend at home getting to know your 
roommate! Sagat just so happens to share a house 
with none other than intergalactic bounty hunter 
Samus Aran, and the two have been known to 
commisserate with one another over the difficul- 
ties of being such big video game stars (or lament 
the years when it seemed like the industry forgot 
they existed). Bet you didn't know that! . . . 
OK, OK, so Samus and Sagat being roomies isn't 
exactly canon, but it js the premise for a fun series 
of short videos produced by Destructoid a few 
years ago, starring our very own Jonathan Holmes 
as Sagat himself! Along with Maddy Myers as 
Samus, the two turned cosplay into comedy — and 
surely had a lot of fun doing it! Hit up the search 
on YouTube with "Samus & Sagat" to check it out! 


RETRO 


WARP ZONE 


What Nintendo Power was writing about way back when. 


THE 46TH ISSUE of Nintendo Power started off 
Tiny and Toony, and maybe just a little Looney as 
Konami's Tiny Toon Adventures: Buster Busts Loose 
for the Super Nintendo Entertainment System 
received the cover story, sharing poster time with a 
Tasmanian Devil (and his closest kin) in the then- 
upcoming Taz-Mania from Sunsoft, also for the 
Super NES. King Arthur's World, Super Conflict, 
Wayne's World and Super Strike Eagle all got some 
16-bit face time as well, but following the previous 
month's comic debut, all eyes were on Star Fox. 

A new Star Fox preview showed the basics of the 
game, including a partial map of the first level, 
which took on a different form from the usual NP 
map style. Now that they were dealing with 3D, a 
hand-drawn map showing a more isometric view of 
the course was used. 

The Star Fox comic continued as well, with Fox 
and the gang putting the boots to some imperial 
lizard troops and being introduced to Fara Phoenix, 
an original character for the comic who might have 
been in contention to join the crew in Star Fox 2. 
Meanwhile, in another galaxy, Nester the Wing 
Commander landed in trouble after thinking with 
his stomach. 

In 8-bit fun, Hudson brought two of their NES 
hits to Game Boy in Adventure Island ІІ and Milon's 
Secret Castle, while rats ran rampant in Krusty's 
Fun House and the Empire decided it was time to 
Strike Back. NES titles continued the subtle space 
theme with Alien 3, while Dragon Warrior IV began 
a new chapter. Mickey Mouse set off on a Safari in 
Letterland, and there was Widget, too. "Who's 
Widget," you ask? No one knows! 

A special feature told us "What's So Hot About 


Capcom," highlighting the many NP covers the com- 


pany's games had graced, as well as its history, its 
arcade roots and a peek into the future. A segment 
on Mega Man showed the literal flood of Robot 
Master contest submissions, plus some Japanese 
merchandise that would make any fan want to start 


к 


swimming across the Pacific. 

The Player’s Poll this issue accepted nominees 
for the 1992 Nintendo Power Awards, while Street 
Fighter II, Super Mario Land 2: 6 Golden Coins and 
Tecmo Super Bowl topped their respective Top 20 
charts. Pak Watch brought peeks at Battletoads in 
Battlemaniacs, Super Bomberman with the Hudson 
Soft Multitap, Mario is Missing and Kirby’s 
Adventure, plus a peek at the Winter Consumer 
Electronics Show, where Mega Man, Bubsy the 
Bobcat and a Goomba from the Super Mario Bros. 
movie all roamed the showfloor. Topping it all off 
was a promotion between Nintendo and Kellogg’s 
for rebates and Nintendo merchandise! 

Star Fox fever continued on the cover of April's 
Issue #47, leading into an ad for the Super Star Fox 
Weekend competition and a note from the editor 
about the possibilities of the Super FX chip, to say 
nothing of a feature full of strategies. This was 
followed by a full feature on five fighting games, 
including Fatal Fury and a few forgettables. 
Rounding out 16-bit coverage was Pocky & Rocky, 
SimEarth, Super Black Bass, Mech Warrior and 
Congo's Caper, which shared space on a comic- 
styled poster for Battletoads & Double Dragon. 

In comics, practice maneuvers led to the Star 
Fox team fending off an invasion of Corneria, while 
Nester struggled to get through tryouts. 

On Game Boy, Kid Dracula's ties to Castlevania 
went unmentioned, Joe & Mac went portable and 
the duo of The New Chessmaster and Top Rank 
Tennis provided some head-to-head competition. 
DuckTales 2 hit the NES, followed by Yoshi's Cookie, 
Kid Klown in Night Mayor World and, as in the last 


issue, The Koei Connection gave a closer look at one 


of Nintendo's leading third parties. 

Rollerblade Camp was the prize for Player's 
Pollsters, Pak Watch brought news of future titles 
such as Aero the Acrobat and Final Fantasy 
Adventure II and capping everything off were the 
winners of the Mario Paint contest. — DAVID 


Mega Man was just one of the stars at Winter CES. 
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NF: How did you get your start in the 
game industry? 

ADAM: I'm a gamer and pop culture 
guy (movies, comic books, action 
cartoons, etc.). | wrote my first 
"games" self-taught in Atari ST BASIC 
when | was a kid. Fast forward to рго- 
fessional life, | was not working in 
games, and I wanted to give back to 
the things | enjoy as a consumer. 

That started out with voice acting 
(which I still do quite a bit of), but it 
wasn't enough, so I built a three-year 
plan to change careers and get into 
games. 

My first stop in games (outside of 
voice acting for them), was as a tech- 
nical product manager, back in the 
Gamebryo game engine days. That 
was closer to the stuff | had been 
doing before, and wasn't as horrible of 
a drop in title or money as other 
things | was being offered in Austin, 
Texas, so | picked up and moved ту 
family to North Carolina to restart my 
career in something I’m genuinely pas- 
sionate about. | was able to work 
directly with 80 different studios over 
the course of two years, so it was 
really drinking from the firehose as | 
started in the industry proper. 


What was it like working with legend- 
ary developer Warren Specter at 
Disney on Epic Mickey, and what are 
the biggest lessons you took away 
from that experience? 

I’ve know Warren for quite a while, 
and at the time, Junction Point Studios 
(and Disney) was one of my clients, 
and they were using Gamebryo for 
Disney Epic Mickey. 

A production role came up for 
Disney Epic Mickey, and a longtime 
designer friend (who is also an 
amazing actor, which is where | met 
him) told Warren since they already 
knew me, they should look at me for 
that role. 

| met with the studio production 
team, we really clicked from a chemis- 
try and skills angle, and Warren and I 
used it as a good opportunity to move 
me back to Austin. I really credit that 
production team for seeing something 
in me, and they worked hard to get me 
to that studio. 

JPS was an incredible group of 
talented people, and I still look at that 
experience as one of the most concen- 
trated collectives of amazing, individ- 
ual craftspeople with whom I’ve 
worked in the industry. 

Members of that team work with 
me now at Panic Button, Warren and | 
stay in touch and some of the folks 
from Nintendo who were part of our 
E3 presentation for Mickey are people 
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with whom we work on our current 
projects. 


From the looks of it, you've done 
almost as much acting in your career 
as you have game development. 
What are the similarities and differ- 
ences between the electronic arts 
and the performing arts? 

They're both crazy endeavors, and 
shouldn't be doable. 

For me, acting and making video 
games are each a mix of art, tech- 
nique, science and tech that all have 
to work together for something 
important to happen. 

Arguably, | can't make a video 
game with only an engineer any more 
than | can make a movie with only a 
director of photography — but I need 
someone in a role with those skills and 
that expertise, and | need that collab- 
oration. 

Television, film and theater scenes 
need to be conceived, planned, 
written, practiced, performed, lit, 
shot, edited, post-produced, marketed 
and distributed, and that's not even 
including all of the key folks who do 
everything from scene-to-scene 
cohesion to getting people on their 
marks on time to keeping people fed 
to making the end credits to paying 
the bills. 

Video games need to be ideated, 
planned, written, prototyped, perfor- 
mances need to captured and cleaned 
up, scenes need to be lit, cameras 
need to created and placed, visual 
effects have to be made and opti- 
mized, the game has to be marketed 
and distributed. 

There is this army of skills and roles 
— even if there isn't an army of actual 
bodies — required to make perfor- 
mance or interactive art. 

Being in the acting and video game 
industries, | think there is a bunch for 
each industry to learn from the other, 
leverage strengths and avoid reinvent- 
ing the wheel. 

Some of the leveraging of strengths 
and not reinventing the wheel 
between film and video games is phil- 
osophical. They are both creative 
endeavors, they both try crazy, don't- 
make-sense things, they both fail early 
and often and build and innovate from 
that. 

And some of it is extremely 
concrete. The film industry knows how 
to create and maximize turnkey crafts- 
people of various disciplines, they 
know how to champion and get the 
most out of financial incentives from 
states, provinces and countries to do 
more with less, and they have trans- 
latable skills (we were able to work 


with one of the VFX and lighting 
artists from Life of Pi on ReCore). The 
game industry also knows how to 
make technology do things it 
shouldn't, get more and more from 
real-time rendering, and so on. 

Both video games and acting are 
expressing myself through something I 
care about, and putting that out there 
to be enjoyed and judged. They're 
both terrifying. 


Working on franchises like Star Wars 
and DOOM would be a dream come 
true for most developers. How did 
you manage to get those jobs, and 
what was it like to take on such 
beloved franchises? 

It is surreal. | am constantly, genuinely 
humbled that I get to do this. My kids 
have no frame of reference for not 
contributing to things you love and 
wanting to make those things better 
because being involved with them is a 
gift. 

How does my team get to work on 
things like Star Wars, Marvel, DOOM, 
Wolfenstein and more to come? We 
fight tooth and nail to get those 
projects. 

We work with IP owners to explain 
how we "get it," and spend a lot of 
time showing them these mythos are 
ingrained in members of my studio, 
and not something we pretend to like 
to land a gig. We explain to IP owners 
how important the partnership is, the 
confidentiality and adherence to 
brand guidelines, that we can work 
within all of that efficiently and pas- 
sionately, and not embarrass anyone 
as members of our studio are put in 
front of more and more and higher 
and higher profile people. 

And I say "no" — a lot. 

| have had to say no to some of my 
"dream projects," because the 
partners or the timeline or the budget 
or our availability or all of those things 
wouldn't lead to a quality product. 
And | have seen those games come out 
anyway with someone else, and be 
horrible versions of the thing | wanted 
to do, using bad versions of some of 
our pitch design ideas or sound bites. 

І get most of our studio's work from 
saying "no." 

Too many people say "yes" to work 
on their dream game or to take money 
to keep the doors open or because 
they really don't care, and it goes 
badly. We also say "no" to many of 
those projects when they come back 
multiple times, as things with those 
projects get increasingly worse. 

But it works the other way, too. We 
wanted to do something with DOOM a 
while ago, and the timing and the 


platform weren't right. But that "no" 
eventually lead to DOOM for Nintendo 
Switch. 

We said "no" to something we 
really, really wanted to be a part of 
years ago. And now it looks like that 
could be a thing? A big, big thing we'll 
be a part of over the next few years? 
Maybe. 


Software porting has been compared 
to rewriting a stranger's personal 
journal into a new language, or 
trying to rearrange your living room 
furniture in a space no larger than 
your bathroom. Is that how it feels 
for you, or do you have your own 
metaphor for the process? 

Projects that take an existing game 
and bring it to a new platform are 
wildly different from each other. 

Sometimes the team who made the 
game is no longer around. Almost 
always the game was not designed for 
the platform we are targeting, and 
often the platform we are targeting 
didn't even exist when the game was 
originally made. 

You know that bar or pub you love? 
That one that's been around forever? 
Your comfort hangout? Well, it's going 
away, and you have to remodel it and 
expand it and change the business 
model. And it has to attract all of the 
old patrons, because you have to keep 
all of them. And it has to attract more 
new patrons than it has old patrons. 
And you have to build it on a moving 
train. | don't know. 


What has it been like to port 
Wolfenstein II: The New Colossus to 
the Switch? What have been some of 
the most satisfying and challenging 
parts of the project? 

Bethesda just officially announced our 
involvement in bringing Wolfenstein 11: 
The New Colossus to Nintendo Switch, 
and we are excited! 

More information will come later, 
and | am really looking forward to 
bringing a game this graphically 
intense, this thematically meaty, to 
people at home and on the go. 


A lot of the work that goes into a 
good port is invisible to your average 
player. What do you think makes for 
a truly impressive port job? 

For me, a port is special for the 
hardware, and rewards me for playing 
it on the hardware. 

Sometimes that's as simple as "I 
missed this the first time around, and 
now I get to enjoy it." 

Sometimes it's "This game would be 
perfect on the go. Oh — now I can play 
it on the go." 


Ideally, it does something unique 
on the hardware — motion controls 
that are additive to gameplay and not 
gimmicky, a multiplayer feature that 
raises the bar for the platform, 
features that take unique advantage 
of the specific GPU, CPU, memory type 
or memory model, and the like. 

Naughty Dog's The Last of Us port 
on the PS4 took a game | would replay 
anyway and made me enjoy that game 
even more with its graphical and ren- 
dering updates. 

Tomb Raider: Anniversary from 
Crystal Dynamics and Buzz Monkey 
Software seriously updated the 
gameplay, to give me the game | 
wanted, not the one | thought | 
wanted. Likewise, | played Rise of the 
Tomb Raider on PS4, and that game 
for Xbox 360 (from Crystal and Nixxes) 
changed the visual style in really 
subtle, clever ways to address the dif- 
ferences in hardware — | was playing 
that recently, and it also feels good on 
the 360 controller. 


The Switch is attracting more third- 
party ports than any Nintendo 
console in recent memory, even 
compared to the Wii, Nintendo’s 
most successful home system to 
date, which ended up with more 
wacky new concepts and spin-offs 
from established brands than 
anything else. Why do you think that 
is, and what does it say about the 
state of the industry today? 
Nintendo has historically been good 
about finding content that makes 
sense on their hardware, and the 
Nintendo Switch has created new 
opportunities for the industry. 

One of those opportunities is, "I can 
play this game anywhere." Some 
games, in hindsight, just seem to 
"make sense" to take with you — 
DOOM and Rocket League are two of 
those. 

The other opportunity is being able 
to do more with what you get out of 
the box — games that let you detach 
the Joy-Con controllers, and have two 
players on TV or ona tabletop, 
without purchasing anything extra. 
Snipperclips — Cut it Out, Together! is 
a good example, as is Astro Duel 
Deluxe, and with the latter you can 
play four players with the two Joy- 
Cons and touchscreen out of the box. 

Commercially, with the runaway 
success of the Nintendo Switch, it 
makes sense for publishers to realize 
additional revenue by investing in a 
new, quality platform version of the 
game. That’s even more true when it’s 
a platform like this one that has such 
an early, solid install base, and is a 


new audience for particular content. 
We get so many notes from gamers 
who have only ever owned and gamed 
on Nintendo hardware, and they are 
playing DOOM for the first time, and 
loving it. 


Speaking of Astro Duel Deluxe, that’s 
a wholly original title that you just 
published last year for the Switch. 
How did that experience differ from 
the feeling of working with an 
outside publisher’s property, and can 
we expect any more original titles 
from Panic Button any time soon? 
Astro Duel Deluxe is a great property 
we did in partnership with Rusty 
Moyher at developer Wild Rooster, 
with Rusty developing the features 
and content and Panic Button develop- 
ing and publishing the version exclu- 
sive to the Nintendo Switch. 

Rusty showed me a precursor of 
the game at GDC 2017, and we decided 
we wanted to bring a new, purpose- 
built version of the game that used the 
platform’s unique features, and 
matched the play preference of a lot 
of the Nintendo demographic — so we 
made it possible to play together in 
the same room with up to six people 
on the same screen, and have special 
modes for whether you're playing on 
the TV, on the table or floor, or in 
Handheld Mode. 

We worked together to create that 
unique offering for the hardware and 
developed and released it in three 
months, released it in Japan a little 
later, then updated it with new content 
and locales. 

This was a project that let us create 
and bring a developer and game and 
new features he added to the game to 
Nintendo hardware, and that arguably 
wouldn’t have happened if we weren’t 
involved. We're excited about that. 

And yes, there will be some more 


coming from Panic Button, including 
some wholly original stuff. Nothing to 
reveal quite yet, though. 


Are there any special behind-the- 
Scenes surprises or fun facts you can 
tell us about the process of develop- 
ing for the Switch? 

We're understandably very careful 
about confidentiality, so we can't 
share some of those things. | will say | 
am so enjoying the hardware as a 
gamer and a game developer in ways I 
really didn't predict. 


What's one piece of advice that you'd 
give to a friend or family member if 
they were trying to break into pro- 
fessional game development in 2018? 
Stay at it, and stay professional. 
There's this balance of showing you 
are passionate and can uniquely solve 
a problem, but also not putting people 
off by being a passionate fanboy. 

"| love video games" isn't enough — 
we want all of my folks to care about 
and play video games, because it 
grounds us in giving back to some- 
thing with which we are actively 
involved in on a day-to-day basis. 

Liking and playing games isn't 
enough, so get really good at articu- 
lating what you love about games, 
what kind of games, what resonates 
with them with you at a core, charac- 
ter level, and — and this is key — 
respectfully expressing what you 
would like to do with the franchise and 
the game, and what you think you 
uniquely understand about the game. 

It's hard to break into a new 
industry. The game industry isn't 
unique in that, but it is true of it. 

| realized recently that | only just 
got back to my level of compensation 
from before | got into the game 
industry. That doesn’t mean it will be 
the same for you and it’s not meant to 


be a downer, but it did show me | 
made a long investment that had 
concrete trade-offs. 


If you could take any Nintendo series 
and do anything you wanted with it, 
which would you choose and what 
would you do? 

Ugh, | get asked this a lot. Those prop- 
erties are so great and there's so little 
room to articulate anything | would 
want to do and make it not sound dis- 
respectful to the people who went 
before us. 

1 guess | would want to do a remake 
of almost any title, but working in 
partnership with Nintendo to make 
the changes to the gameplay and 
graphics that honor the original 
version of the game, and honor and 
push the new hardware on which the 
game finds a home. 

| guess I'd like to be part of 
anything with Nintendo that | could 
look at say, "I think Iwata-san would 
approve." 


Finally, if you could have any super 
power, what would it be, and why? 
This isn't exactly the super power I'd 
want, but it is one that's stuck with me 
for a while. 

For whatever reason, the super 
power I think I'd have is the ability to 
temporarily color code anything I 
want. 

So, for example, | could open my 
refrigerator, and say, "Show me all of 
the expired food," and all of the stuff 
that would give me botulism would 
glow blue. 

Or I could go to giant crowd event, 
look down from the balcony, and say, 
"Show me the latent serial killers," 
and they'd light up in red. 

Or I could say, "Show me all of the 
spiders in my house," because I have 
family with minor issues with them, 
and Га see my home peppered with 
glowy sparkles. 

But — powers have trade-offs, and 
limitations. So only | could see the 
glow. And the glow is super short. And 
it has a long cool down. 

So | might turn around to grab а 
plate, and then not know which ice 
box chicken will kill me. 

I'd head down the stairs to warn 
people, and then be in a mass of 
moving people, some of whom could 
be killers. 

I'd see all the spiders, and then 
they'd blink out, and Га be sitting in 
bed, evaluating life decisions. (I'm not 
scared of spiders; but | would then, 
when I knew how many were there.) 

I’ve arguably spent too much time 
thinking about this over the years. 
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NO MORE DRAWING ON THE WALLS OF YOUR HOME, 
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OR ON THE HIDE OF THE COW THAT LIVES ON THE FARM NEXT DOOR! 


DECORATE 
WITH PAINT, GLITTER, AND COOCLY EYES! 
NOTE: PAINT, CLITTER, AND GOOGLY EYES 
NOT INCLUDED. 


J 
ME TRUE!!! 
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paper patterns. 
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boxes and-— 
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The witch has come to 
the Switch. Do the new 
p of the first two 
ayonetta games do 
their job of paving the 
wey br Bayonetta 3? 
urn the page to 
find out! 
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BAYONETTA AND BAYONETTA 2 
are some of the finest action games 
ever made. Me and you (hopefully) 
know that, but there are plenty of 
people who've never touched either of 
them! Bayonetta 2 had a particularly 
limited player group thanks to its Wii U 
exclusivity — up until now. Now these 
masterpieces aren't just coming to any 
video game system, but to the 
Nintendo Switch! This will allow you to 
take action with you anywhere, as well 
as ensuring that new elements really 
stand out. 

Let us first hop into the original 
Bayonetta. The non-stop action climax 
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game has returned in all its glory, and 
it's still ready to push you to do the 
best combos possible. Bayonetta 
remains a relentless video game, par- 
ticularly when compared to its sequel. 
The fight sees you taking on a variety 
of angelic armies, and even the slight- 
est error can prove extremely fatal. 
The many, many quick-time events are 
a good case in point, as failing them 
means a brutal death. You'll learn 
while you play, and by the end, you're 
expected to wield the witch's weapons 
masterfully in order to advance. 
Bayonetta won't be for everyone, but 
luckily, they are ways to make it more 
reasonable — and above all, enjoyable. 
All the features from the Wii U 
version are on hand, which includes 


Nintendos Witch 


BAYONETTA & BAYONETTA 2 


the various Nintendo costumes. As 
was the case with the Wii U game, 
these are unlocked from the get-go. 
The umbra Witch will be able to 
cosplay as Peach, Daisy, Samus and 
Link, and she still looks fantastic. It 
remains an utter joy to play around 
with Samus' helmet visor during 
cutscenes, which adds silliness to the 
proceedings. They all come with a rich 
amount of sound effects as well, and 
that simply adds to their charm. 
Outside of the costumes, the key 
difference with the original Bayonetta 
is performance. The game on Wii U 
had some odd framerate dips, which 
gave me pause now and again. It just 
decided to chug at weird intervals, 
which annoyed me more than the 
regular dips it had on Xbox 360. On 
the Nintendo Switch, it runs buttery 


smooth without any noticeable faults. 
It's more to par with the smoothness 
on PC, which can only be considered a 
big plus. Next to this, it looks margin- 
ally better than the Wii U release, 
which had the feeling of vaseline being 
applied to the screen. The texture 
work still feels a bit aged, but it's all 
much nicer to look at all the same. 

Touchscreen controls have made a 
comeback in both games, but this time 
around they got more time in the 
oven. On the Wii U, they were a clunky 
option that wasn't fun for beginners. 
Due to the nature of the game, these 
controls instantly showed the 
problems of the Wii U GamePad. You 
couldn't have multiple fingers, various 
gestures or get anything done at a 
decent pace. PlatinumGames saw fit to 
improve on the groundwork and make 
it something usable in both games. 
Naturally, | do still prefer using a con- 
troller, but it's nice to have the choice. 
You can press and hold to move 
Bayonetta in your chosen direction, 
attack by tapping on opponents and 
quickly go through menus by pressing 
the options you need. For those in a 
hurry, this can beneficial if you play it 
on the go. 

Things become a lot more interest- 
ing with Bayonetta 2. Naturally, this 
sequel improved on the first install- 
ment to offer a tighter package from 
the start. There were all kinds of 
weapons you could equip on both of 
Bayo's arms and feet, levels featured 
bolder design choices and controlling 
Bayonetta felt smoother. It still 
remains the finest selection of action 
game levels that I’ve witnessed, and 
that's saying a lot. The game was also 
far more forgiving in its requirements 
for the best ranks. The best part about 
Bayonetta 2, however, is that you 
simply had more time to act. This, in 
turn, made it more fun to replay levels 
and try to become a better player. 

As far as its additional content 
goes, there are some significant 


changes to be found in Bayonetta 2. 
The big one is that all of the costumes, 
Nintendo or otherwise, can be 
unlocked with amiibo. As soon as you 
can enter Rodin’s bar, you can scan 
them in and claim your goodies. You 
can use an amiibo 32 times per day, 
allowing you rank up items and/or get 
more Halos. While that’s pretty 
broken, most of you will come here to 
quickly unlock the costumes. The com- 
patible amiibo are Samus, Fox, Link, 
Peach, Daisy and both the Bayonetta 
Smash amiibo. With those last two, 
you'll unlock additional sets like the 
Classic or Dress outfits without paying 
a dime for them. When you unlock the 
costumes, a fun message will play that 
puts light behind what you unlocked. 
It's a really neat touch. 

While this destroys some of the 
rewards for your hard work, it does 
make costume-only runs a fun new 
thing. | had the most fun when putting 
on Samus Aran's armor and ducking 
into her Morph Ball form. This doesn't 
only look cool, but has features and 
nods galore: It makes the traditional 
Metroid sounds, and it comes with a 
fully working arm cannon and the 
ability to drop bombs by double 
jumping in ball form. The Samus 
speedruns for Bayonetta 2 will be a 
thing of beauty! 

Sadly, the Umbran Tears of Blood 
are now completely useless in my 
humble opinion. They were previously 
used to unlock Miiverse Stamps, which 
obviously is no longer a thing. The 
developers could have added an 
ability or two here for the in-game 
store, but they're purely a collectible 
now. 


BAYONETTA 


9.0 


BAYONETTA 2 


9.0 


Just like the original Bayonetta, the 
performance has seen improvements 
over the Wii U original. The textures 
look nice and sharp, and the action is 
all sorts of flashy. Bayonetta 2 had a 
couple of slowdown moments in its 
first release, but those seem to have 
fully disappeared here. The optimal 
performance translates very nicely to 
Handheld Mode, where it’s an utter joy 
to play. | was a bit worried that the 
button layout would throw me for a 
loop, but the problems disappear 
rather quickly. Overall though, it’s just 
incredibly impressive how the action 
remains so fun on the go. 

If you ever thought about playing 
either Bayonetta or Bayonetta 2, 
now is the time. These updated 
versions are now the definitive best 
available on any platform, and natu- 
rally can be taken with you any- 
where thanks to the built-in port- 
ability of the Switch hardware. 
These two intense, over-the-top 
action games have some nit- 
picks here and there, but they 
can easily be forgiven in the 
grand scheme of things. The 
boldness of Platinum’s con- 
cepts, level design and presen- 
tation is truly something to be 
admired. So don't be afraid 
to hop in and let yourself 
be bewitched by the 
power of Nintendo's 
witch on Nintendo 
Switch! — DAAN 
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Avengers Reassemble! 


THEY SAY YOU only have 

one chance to leave a first impression. 
Unfortunately, LEGO Marvel Super Heroes 
25 first impression on me was not a partic- 
ularly good one. 

As | began playing the game, it wasn’t 
long before | ran into problems. Using the 
Guardians of the Galaxy in the first level, 
one task you're given is to put out a fire so 
civilians can get to safety, and this is done 
by triggering a drone that will put out the 
fire. | flipped the switch, but the door the 
drone was supposed to emerge from never 
opened, forcing a reset of the game — at 
which point | found out that you apparently 
can't skip dialogue and cutscenes in this 
latest LEGO title. 

The second time, the drone came out, 
and all was well. Things went smoothly as I 
completed the chapter and joined the 
Avengers on Earth at the start of the 
second chapter — and then the game 
crashed entirely. Looking around online, it 
would appear that I'm not alone in finding a 
buggy experience from Traveller's Tales 
atest. 

It could be argued that the only thing 
worse than a bad game is a buggy one, but 
he popularity of games such as Skyrim and 
Playerunknown's Battlegrounds would 
seem to show that people don't mind too 
much. Just the same, running into those 
wo events almost back-to-back cast a bit of 
a shadow over the rest of the game, even 
hough things seemed to work as intended 
from then on. 

Past, present and future collide in the 
story as heroes, villains and locations from 
across the history and expanse of the 
Marvel universe are brought together by 
Kang the Conqueror to form the open hub 
world of Chronopolis. And as cool as this 
might seem as a gamer, as a hero, you can't 
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let this stand. As a result, the Avengers — 
as well as the Guardians of the Galaxy, 
S.H.I.E.L.D. and numerous other members 
of the cape and costume crowd — assemble 
to stop him. 

You might notice that among the various 
groups mentioned, two particularly promi- 
nent ones were left out: the X-Men and the 
Fantastic Four, who featured in this game's 
2013 predecessor. The effects of Marvel's 
general pettiness toward Fox keeping a 
firm grip on the movie rights to those char- 
acters/universes and the characters who 
dwell within (including Deadpool) are in full 
force here. And while Marvel parent 
company Disney may have reached a deal 
to purchase their rivals recently, it wasn't 
soon enough for this game. 

Whether that's enough of a demotivator 
for you to shun the game or not is some- 
thing only you can decide. For me, however, 
I relished the opportunity to jump into the 
masks of other heroes who might not have 
gotten as prominent a spotlight had there 
been 92 versions of Wolverine taking up 
slots. Heroes who might not be as well 
known to a mainstream audience that 
doesn't read the pages of Marvel comics 
such as Ms. Marvel (the Kamala Khan 
version), Spider-Gwen (who was oddly 
forthcoming with her "secret" identity here) 
and Gwenpool (no relation) all get some 
time to shine, along with a returning 
Howard the Duck (who can now become 
Iron Duck). Oh, and the '90s return with a 
vengeance as Venom and Carnage are 
fused to create the exclusive "Why Didn't 
We Think of This Then?" character, Carnom. 

And Forbush Man! You remember him, 
right? Of course you don't! 

Allin all, it's a decent 
enough package as 
LEGO games go, except 
for that whole problem 
with the bugs. — DAVID 


A New Poor Port. 


WE BROUGHT YOU only a small selection of The Poorest Ports 
in our Retro feature a dozen pages ago, as it takes a truly terrible 
conversion from one platform to another to still be remembered 
and reviled years or even decades down the road. Decades from 
now, though, that same list may very well be amended with the 
addition of this all-new atrocity — the Switch version of WWE 2018 
isa near-total disaster. 

That reality arrives unsurprisingly, unfortunately, as red flags 
were flying late last year when the game missed its intended 
release date. Then, when it was "ready," it was unceremoniously 
dumped into the eShop a few weeks before Christmas, while its 
retail version sporadically began appearing in stores with no 
fanfare at all. There was some last-minute attempt at PR after the 
fact, perhaps a tweet or two saying "Surprise! WWE 2018 is avail- 
able on Switch TODAY!" or something else similar, but it was a pre- 
ciously thin veil trying to obscure the truth: This port ran out of 
time, so it was yanked out of its developers' hands and shoved 
into stores before the holiday season ran out of shopping days. 

If you unwrapped this on Christmas morning, | apologize. 

The problems are almost too numerous, but l'II list what | can. 
The game's graphics have been significantly downgraded 
compared to its PS4 and Xbox One counterparts — resolution has 
tanked and lighting effects have been turned off entirely. That 
would have been an understandable compromise if it meant that 
gameplay performance could be preserved . . . but it wasn't. 
There's a horrendous degree of slowdown in nearly every scene. 
It's bad enough in gameplay, but even in the wrestlers' entrances 
it looks like they're wading through molasses — while their theme 
songs continue to play at normal speed, so their actions get 
unsynced. One-on-one matches are salvageable, but if you try to 
play any other match type where more wrestlers are active, the 
whole thing slows to an unplayable crawl. Audio errors and 
screwy А.І. ensure that it's not just the visuals that will offend you. 

A patch has been promised, and it might help 
(if they bother to finish it), but as it is now, 

WWE 2018 on Switch deserves a spot in 
the Hall of Shame. — LUCAS 
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NOT EVERY TALE is told well. 

RiME is clearly proud of its story. It 
presents to players a mystery that’s 
meant to unravel slowly, filling in 
missing pieces here and there over the 
course of its half a dozen hours of play 
time, then all coalesce into under- 
standing with an emotional finale. It 
does this all methodically, beautifully. 

It just left me confused. 

| think the mark of a failed narra- 
tive in this day and age must be what 
happened for me when RiME’s credits 
rolled: having to pull up Google and 
search for a forum thread to find other 
players parsing out just what it was 
that the game was supposed to be 
about. But even with the relative 
clarity | gained about the game from 
outside the game after its ending, it's 
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hoppy Waters RiME 


still left me perplexed — because if the 
story was about this, then what was 
that part about? What about that 
other character who was never 
explained? What about... 

You get the idea. 

I'm leaving things vague here since 
| don’t want to spoil things for anyone 
who might want to try to untangle this 
tapestry themselves, though you can 
probably already tell that | don’t think 
it’s worth your time to do so. And not 
just because its plot is impassable! But 
because it’s broken in other, more fun- 
damental ways as well. 

Our focus in this issue has been on 
ports, and RiME is a particularly poor 
one. As of this writing, the team 
behind the game is working to submit 
at least one patch to Nintendo to put a 
bandage on some of its problems, but 
as | played it right out of its retail box, 


it's а mess. 

Dropped frames are the critical 
issue here. RiME is the kind of game 
that's firmly focused on its visuals. 
There is no dialogue, few sound 
effects and the music — which is 
admittedly stunning and the absolute 
high point of the entire production — 
is meant to complement and elevate 
the emotion and imagery of every 
scene. It can't do its job, though, when 
that imagery is jittering, sputtering 
and skipping out on rendering all but a 
handful of frames in the most import- 
ant moments. 

Seriously, this game's framerate is 
the new textbook definition of choppi- 
ness. It's not unplayable, but it does 
make playing unenjoyable when the 
camera just can't keep up with 
common actions like running or 
altering the angle of the view. Nearly 
every area and scene in the game is 


affected by the dropped frames 
problem — in my playthrough, only 
one area near the very end of the 
adventure seemed to run smoothly, 
and by then | was so used to the chop 
that seeing the game run as intended 
became a distraction in itself. 

Beyond the two serious strikes of a 
story told poorly and a technical exe- 
cution gone haywire, RIME's core 
gameplay of exploration, platforming 
and puzzle solving is, thankfully, fun 
and interesting. My personal point of 
reference is Prince of Persia: The 
Sands of Time from back in 2003, as 
that was the first game I played that 
concerned itself with platforming like 
this: scrabbling along cracks in walls, 
leaping from one broken piece of 
stonework to another. Getting from 
place to place not through precision 
jumping, but through pathfinding 
along crumbling ancient architecture. 

That’s just part of it, though. There 
are also plenty of puzzles to puzzle 
out, many of them involving novel 
interactions with the environment 
around our hero, Enu. The flow takes 
him from one puzzle to a platforming 
section, then another puzzle, then 
another platforming section and so on, 
with mild deviations along the way. 
And there's little chance of getting lost 
thanks to a helpful, playful fox com- 
panion who yelps at you to guide you 
to each next point of interest on this 
mysterious island Enu's found himself 
shipwrecked upon. 

Why was he shipwrecked? I’m still a 
little unsure myself, and | only recom- 
mend you investigate for yourself with 
expectations well in check. — LUCAS 
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Demonslayer 


A REBOOT OF the legendary first- 
person shooter franchise, DOOM packs 
the same intensity as it did back in 
1993, now with a cornucopia of con- 
temporary accoutrements for a 
smoother ride. Our nameless hero, the 
"Doomguy," must again battle the 
denizens of the Biblical underworld 
who have entered our reality via rifts 
found within the Union Aerospace 
Corporation’s Martian outpost. Forget 
about health regeneration and cover 
systems, because the best defense is a 
manic offense, and to slow down 
means death! 

To incentivize more aggressive play, 
health, armor and ammo pickups are 
strewn about in generous amounts. 
These alone are rarely enough to keep 
your levels high, which is where Glory 
Kills come in. Once you deal enough 
damage to stagger an enemy, per- 
orming a melee attack will end its 
existence in cinematic fashion and 
shower you in restoration items. If you 
wish to survive on higher difficulty 
evels, getting into the rhythm of 
striking from afar then closing in for a 
bloody finish is mandatory. 

You have access to a variety of 
amiliar guns — including the infamous 
BFG 9000 (a.k.a. "Big [REDACTED] 
Gun") — most of which can be 
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modified with secondary capabilities. 
Furthermore, you can increase max 
health, armor and ammo limits, or 
equip upgradeable Runes that grant 
passive ability boosts. This RPG thread 
runs throughout the entire campaign, 
allowing you to customize your 
carnage to suit your carnivorous 
palate. 
What truly sets DOOM apart from 
the current shooter crop are its expan- 
sive levels. Any of the 13 missions can 
last well over an hour, depending on 
how long you spend hunting secrets, 
from Metroid Prime-style data logs to 
classic maps from past games, anach- 
ronistic graphics and all. While 
devoting so much time to exploration 
and backtracking can grow tiring, the 
game is paced such that you'll always 
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be pulled into a vicious horde battle 
before you ever start to feel too com- 
fortable. 

Sounds good so far, but beware! 
There's a darkness that threatens to 
rip all asunder — and I'm not talking 
about the armies of Imps and 
Revenants! 

Studio Panic Button made certain 
cutbacks when bringing id's brutal 
baby to Switch. In docked TV Mode, 
the game displays at a somewhat con- 
sistent 720p and 30fps; in Handheld 
Mode, resolution drops even lower, 
resulting in a blurry haze that's 
murder on the eyes. This much is 
understandable, considering the specs 
of the source platforms. No, the real 
horrors lie elsewhere. 

You may get stuck inside an ines- 
capable shipping container, or phase 
through the floor into a boundless 
void. The game could crash while 
loading, bringing you to a very 
Windows-like screen that asks if you 
wish to send an error report to 
Nintendo. Or maybe a message will 
appear stating that you've been 
banned from the online features, 
which also somehow locks cursor 
movement within all menus, forcing 
you to power down the Switch com- 
pletely to restore functionality. 

Most recurring are the audio 
glitches. A crackle from the speakers 
heralds that all sound will drop to 
ridiculous lows, while an ear-piercing 
siren precedes an extended period of 
total silence. When audible, DOOM 
sports one of the finest soundtracks of 


this entire generation — composer 
Mick Gordon crafted an aural master- 
piece that's more industrial and exper- 
imental than past series entries. 
Anything that compromises such 
genius is downright criminal! 

On top of that nonsense, my early 
hours were also spent fiddling with the 
control settings because I couldn't 
settle on an ideal button placement 
and stick sensitivity scheme. In other 
words, not the best first impression. 
The final straw came when I started 
feeling queasy — the first time a video 
game has ever made me physically ill. 
At that point, I'd had enough and 
dropped the game for a full month. 

Only after | cooled off did | decide 
to give DOOM one last shake. | 
disabled chromatic aberration and 
motion blur in the video settings, 
which alleviated my churning 
stomach, and | started playing more 
methodically, as | had previously been 
rushing out of frustration. Every time 
the game threatened to be fun, those 
darned bugs brought back the sour. 
Still, | persevered! As the glitches 
stopped appearing so frequently, | 
began to legitimately enjoy myself; by 
the time | dominated the final boss, | 
felt wrapped in a shroud of calming 
satisfaction. 

After such a tumultuous journey, 
my emotions are torn. On one hand, | 
have nothing but the utmost respect 
for Panic Button for delivering a con- 
version that retains nearly every bell 
and whistle of the original 2016 
release. When everything works as 
intended, DOOM for Switch is poetry in 
motion. But when it doesn’t... 

— TONY 


...and Slayer 


| HADN'T PLANNED to play this. 

| had some interest, sure. It was 
first announced to be coming to the 
Switch on September 13, and then its 
release date was less than two months 
later on November 10, and that meant 
the hype of the announcement itself 
was still swirling in my brain when it 
hit store shelves. I resisted, though. I 
let my excitement subside because, 
one, | was terribly busy with other 
games at the time, and two, | was a bit 
put off by all of the demonic imagery 
that's used to shape the world of 
DOOM. 

I'm gun-shy about M-rated games 
as it is, as | discussed in our last issue 
— and an M-rated game full of over- 
the-top violence and gore where the 
enemies are all gruesome, enraged 
devilbeasts the likes of which years of 
Sunday school lessons don't even 
come close to describing in such 
horrid detail? | had to pass. | don't 
play a lot of shooters as it is, but when 
| do | at least want the enemy targets 
to be something like robots or aliens 
or chunky, polygonal gunmen a la the 
N64 era. And yes, | played the original 
DOOM back on the PC 25 years ago 
and many of these same creatures 
were in that version, but come on! 
They were all pixelated back then. 


And so it was that | was firm in my 
resolve to skip playing DOOM on the 
Switch for myself... when Tony got 
sick. 

Here’s a little behind-the-scenes 
insight for you, good NF readers. We 
had originally planned to have Tony’s 
review of DOOM run in our last issue. 
After all, it was "Carnage vs. Cuteness" 
and M-rated games were in the spot- 
light! But Tony, who was eager to take 
on the game and excited to get the 
assignment to do so, just had a 
terrible, physically painful experience 
when he first fired it up and tried to 
play it. He mentioned it over there on 
the other page, so | won't belabor the 
point, but when you're a magazine 
editor and one of your team members 
is being made ill by a game they're 
meant to review, it's a bad situation. 
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What's more, when he rallied and 
pushed past the motion sickness to 
carry on with his quest to clobber the 
Imps of the underworld, he ran smack 
into every technical problem imagin- 
able. Audio cutting out, or getting dis- 
torted. The Doomguy clipping through 
the environment, causing softlocks 
and lost progress. The Switch equiva- 
lent of the Windows blue screen of 
death! I tell you, the email thread with 
him lamenting his troubles was a 
horror story. You can understand how 
he ended up having only a 6.5/10 level 
of enjoyment from the whole ordeal. 

With all of that trouble befalling 
poor Tony, I just had to see what all 
the fuss was about with my own eyes. | 
wanted to see if | could replicate the 
same errors Tony encountered myself, 
not wanting just one point of data to 
judge this port. So, as we've done in 
the past with some Pokémon titles and 
Tomodachi Life, here's my side-by-side 
assessment alongside Tony's. 

And my take? No problems here. 

Now, І can immediately understand 
why motion sickness became an issue 
for him — the way DOOM handles the 
camera turning and spinning is to 
smear the environment into a blur, 
and then the blur only resolves itself 
back into real geometry when you let 
off the right stick. It didn't make me 
queasy, thankfully, but I can tell that 
this technique would have that effect 
on others. It is discombobulating. 

The technical issues like audio 
cutting out and the game crashing I’ve 
never run into in my time, though. I 


know Tony's not the only one to have 
those troubles, since plenty of other 
players of this Switch version have 
reported them too — but | never ran 
into them, so | got to experience the 
campaign I believe as it was intended. 

And you know, I'm glad circum- 
stances aligned in such a way that I 
didn't skip DOOM after all — this game 
is fierce. Absolutely intense. I've never 
played a shooter that is this fast-paced 
and got this much adrenaline pumping 
through me! 

It’s so fast, in fact, that it actually 
helped allay my fears that the gore 
and guts would be too much to take. 
Yes, there's a ton of violence here and 
that M rating is well-deserved, but the 
moments when your Doomguy is 
ripping and tearing apart these 
demons happen so quickly that you 
can't even really see the carnage long 
enough to get upset by it. | don't care 
for the original dev team's celebration 
of the Devil (even in menu notices like 
"Game Update 6.66 now available"), 
so be warned that this is not church- 
friendly fare. 

My one big wishlist item, though? 
Gyro control for aiming. The Splatoon 
series has got me trained to fine-tune 
my targeting by tilting and turning my 
controller, but that doesn't work here 
— you have to use the right stick. I 
don't know if that's the sort of thing 
that can be patched in, but I hope so! 

And speaking of patches, it's been 
announced that one is on the way to 
address many of the issues Tony 
encountered. So don't consider either 
of these scores final: I'll force him to 
play the game again for a final rating 
once the patch is applied! — LUCAS 
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ASK THE 
FORCE 


WHAT’S A GAME 
OR SERIES FROM A 
COMPETING SYSTEM 
THAT YOU'D LIKE TO 
SEE COME TO SWITCH? 


ARLO 
Mass Effect Trilogy! | need 
another Switch game | can 
spend 150 hours on! 


JONATHAN 
NieR: Automata! It 
would be great to see 2B 
standing strong alongside 
her Platinum sister 
Bayonetta on the Switch. 


Become the Bat - and the Billionaire 


So I'm absolutely a fan of this unique 
take on the iconic Dark Knight. This 


Grand Theft Auto! Let's 
really put Nintendo's new 
stance about Mature 
games to the test! 


We got Minecraft from 
Microsoft Game Studios. 
Rare Replay and Sea of 
Thieves, anybody? Let's 
bring those sailors back to 


BRUCE WAYNE SCENES have always 
been the boring parts of Batman. You 
have dynamic fight sequences, car 
chases, brooding detective work and 
brutal criminal interrogation scenes — 
all starring Batman, suited up in cape 
and cowl — but then, inevitably, the 
costume comes off and you have to sit 
hrough 15 minutes of plain old Bruce 
hobnobbing with Gotham socialites at 
some dinner party somewhere. Who 
can honestly look back at any piece of 
Batman media from the past eight 
decades and think the Bruce parts were 
anything other than filler in-between 
the real action and fun? 

Telltale, though. Telltale here seems 
to have done something I thought 
unthinkable — they've made me 
actually interested in both the bat and 
the billionaire. 

The modern mark of a Telltale game 
is that your choices matter, as dialogue 
scenes frequently offer you four differ- 
ent options to respond in conversa- 
ions. The choices you make influence 
everything from minor details to major 


other. There are even opportunities to 
choose whether to don the Batsuit or 
the business suit for the same scenes — 
which of course causes events to play 
out in entirely different ways. 

To a point. Telltale's narratives do 
branch and spin off in different direc- 
tions, but ultimately everything does 
bottleneck back to the same finale. It 
feels a little deflating when you realize 
it probably didn't matter whether you 
beat up Bad Guy #1 or instead brought 
Bad Guy #2 to justice first. Both end up 
dealt with in the end. 

Viewing dialogue scenes and making 
choices within them is the focal point of 
this adventure, but action scenes that 
demand quick reflexes on button 
presses break up all the talking, as do 
sequences in which Batman does actual 
detective work, scouring crime scenes 
for clues and using his mind to piece 
together what happened before he 
swooped in to investigate. That's 
another rarity in Batman media: He's 
meant to be a brilliant private eye! Too 
often he just punches everyone in sight. 


particular port on Switch, though, does 
not do full justice to this tale. 

While it's far from the worst port to 
the Switch we're discussing in this 
issue, Batman: The Telltale Series hits a 
few snags in the transition. The two big 
problems | encountered in my time with 
the game both resulted in lost progress. 

First, | played the first 20 minutes or 
so of Episode 4 (the game's split into 
five), then closed it out to play other 
games. When | later returned, | found 
that my progress had not been saved. 
Did | do something wrong? Did it not 
autosave to let me pick back up where | 
left off? The second was worse, though: 
On getting a Game Over due to failing 
an action scene, | ran into a full game 
freeze. It simply didn’t reload to let me 
try again! Lost progress once more. 

Hopefully Telltale can work out the 
technical kinks and give us more of 
their tales in the future, as a few annoy- 
ances were forgivable for this one. 
Amid a glut of other Batman stories, 
this has become one of my all-time 
favorites. Thanks Bruce! — LUCAS 


story sequences, such that there are 
some scenes you'll only see if you direct 
he game along a specific path. 

Here in Batman: The Telltale Series, 
hat branching, divided path through 
the story is a perfect reflection of our 


Mark's response makes me 
think Killer Instinct. 


/ VN hero's fractured sense of self. This take 
А ! Y on Bruce Wayne overturns the martyr 
uf / WM ND status of his murdered parents, reveal- 
WA) | / Wi ing that Thomas Wayne was a ruthless 
í тж А criminal. His struggle to deal with the 


fall of his family name amplifies the 
ongoing clash between Batman and 
pv Bruce, each trying to coexist with the 
UCA 
| can't be the only one 
expecting to see a port 
announcement for Dragon 
Ball Fighterz every day!! 


TELLTALE GAMES M 
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MINECRAFT MADE MIYAMOTO 
mad. 

Maybe not totally enraged, or 
table-flippingly furious, but the driving 
force behind so much of Nintendo’s 
creativity through the past four 
decades reportedly got angry when he 
first saw Minecraft in action eight or 
So years ago. The kind of mad where 
he was kicking himself, saying, "Why 
didn’t we think of this first?" 

He was right to be miffed. Markus 
"Notch" Persson had struck gold with 
his very Nintendo-esque idea of an 
open game that prioritized pure 
creative thought, letting players go 
anywhere and build anything they 
could imagine using big, blocky, inten- 
tionally low-resolution cubes. Notch 
and Mojang (the company he founded 
to continue development of the game) 
have made literally billions of 
dollars off of his one 
brilliant idea. So if I'd 
missed out on that, 
I'd be mad too. 


m Construction 


DRAGON QUEST BUILDERS 


You'd think that Nintendo, seeing 
that massive success, would have tried 
to clone Minecraft's design and make 
their own version, perhaps joined by 
the power of one of their properties, 
like Mario. But no, Nintendo's too 
prideful for that. Other companies 
steal their ideas; they don't steal from 
other companies. 

Square Enix, though? They had no 
such qualms. Which brings us at last to 
Dragon Quest Builders, a game that 
can't claim full originality in concept, 
but can boast an incredible degree of 
fun in execution. 

As in Minecraft, Dragon Quest 
Builders casts you as a reshaper of the 
world around you. You smash up bits 
of the blocky landscape, collect the 
component materials that pop out 

after the smashing's done, 
then craft new things 
with those pieces. 


You can build anything and every- 
thing. Walls, floors and staircases — 
the basic structures to make a city. 
Beds, tables and any other kind of fur- 
niture you'd like to furnish your towns. 
Tools, weapons and armor to keep you 
safe as you explore the wilds, healing 
items and food to restore your life and 
keep your hunger meter filled up, 
massive chests to use to store all of 
the hundreds of thousands of fresh 
components you'll gather up all the 
while... seriously, you can build it all. 

You're not overwhelmed by the 
myriad possibilities from the begin- 
ning, though, as the game eases you 
into all the options by having them 
unlock little by little over time, in the 
form of flashes of inspiration that 
occur to your builder when he or she 
first lays hands on a material never 
seen before. The game also guides you 
by giving you quests by way of helpful 
NPCs who arrive to populate the towns 
you're working to restore — which 
seems like a perfectly standard thing, 
but is greatly appreciated in 

a game like this. 
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I’ve never gotten into Minecraft 
myself, as just the thought of a blank 
canvas is intimidating to me. So the 
structure of Dragon Quest Builders is 
wonderful for me — given clear tasks 
to accomplish and even blueprints to 
guide construction projects is helpful 
for focusing my mind. 

That said, there's still full freedom 
here for those who enjoy it! You can 
ignore your citizens and do your own 
thing for hours on end, exploring and 
crafting massive structures and 
tunnels as you like. The main story will 
be there waiting for you when you get 
back. 

I've got little negative to say, as this 
is just an excellent game that's been 
given a great Switch port. The only 
things | find myself missing are the 
new features promised for Builders 2: 
two-player co-op and a Breath of the 
Wild-inspired paraglider to help you 
get down off mountain peaks. We ran 
a preview for that one back in NF #29, 
when it looked like Switch would be 
jumping straight to it without getting 
Builders 1. Well, here 1 is, and | don't 
recommend waiting for the sequel! 
Any Minecraft-minded players out 
there will love it. (And if they miss it, it 
might make them mad.) — LUCAS 
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The Driving 


TWO MONTHS AND some 130 
hours after | first set off with Rex and 
Pyra to scale the World Tree in 
Xenoblade Chronicles 2, my journey 
across Alrest has finally come to an 
end. Even with sprawling adventures 
like The Legend of Zelda: Breath of the 
Wild and The Elder Scrolls V: Skyrim to 
compete with, Monolith Soft’s latest 
effort is one of the most expansive 
and visually arresting games to grace 
the Switch at this early juncture in the 
console’s life, and it’s well worth 
diving into if you’ve been on the fence 
about the title. However, as admirable 
as Xenoblade Chronicles 2’s scale and 
breadth are, the game often stumbles 
beneath the weight of its own ambi- 
tions, requiring a little perseverance 


to fully enjoy. 

Fortunately, one of the issues we 
touched upon in the first part of our 
Xenoblade Chronicles 2 review — the 
game's pacing — improves consider- 
ably once you clear the introductory 
chapters of the adventure and are let 
loose to explore at your own leisure, 
but Xenoblade's tutorials remain a lin- 
gering problem. Even after you've 
sunk dozens of hours into the game, 
you'll still occasionally be interrupted 
by a tutorial that introduces some new 
gameplay wrinkle at various points 
throughout your journey. These often- 
times don't fully explain the mechan- 
ics they accompany, leaving you to 
figure out many of the game's nuances 
on your own. Worse yet, there is no 
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readily available way to reread the 
tutorials. At best, you’re able to 
purchase gameplay tips from the 
informants that reside in the various 
cities scattered across Alrest, but 
these likewise don’t fully convey 
everything there is to know about the 
game’s myriad systems. 

In fact, Xenoblade Chronicles 2's 
biggest shortcomings primarily stem 
from its interface and presentation. 
For a game as vast and sprawling as 
this, exploration is hindered by its 
unhelpful map system. The update 
Monolith deployed shortly after the 
game's launch helped smooth this 
issue over by giving you the ability to 
zoom in on the minimap and making 
the quick travel screen easier to use, 
but the map still doesn't clearly 
denote where, say, inns and other 
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shops are located in a particular city, 
so you'll find yourself getting lost 
fairly frequently the first few times 
you visit some of the game's larger 
towns. 

Xenoblade Chronicles 2 also lacks 
the polish of Nintendo's other major 
Switch games like Breath of the Wild. 
While the game's environments are 
massive and stunning, character ani- 
mations are often jerky, and the 
camera frequently gets hung up when 
you're wandering around in enclosed 
spaces. Similarly, the game occasion- 
ally stutters in areas that are teeming 
with NPCs, and the performance takes 
a further hit in Handheld Mode. The 
game is still certainly playable on the 
go, but the visuals are a bit muddier 
and framerate drops more prevalent 
when you play it undocked, making TV 
Mode the optimal way to experience 
the adventure. 

These faults would normally be 
enough to turn many players away, 
but Xenoblade Chronicles 2 still 
manages to be one of the most 
engrossing adventures currently on 
Switch despite them, thanks in part to 
its imaginative world and charming 
characters. While the game's story 
often relies a little too heavily on 
anime tropes in the early part of your 
journey, it's told well, and it explores 
some heady philosophical themes the 
further you progress in the game — 
particularly with regard to the rela- 
tionship between humans and Blades. 
It certainly helps that the title features 
the most likeable cast in the series 
thus far. Rex's incessant optimism 
would normally grate, but his affable 
demeanor in the face of such bleak 
circumstances makes him easy to root 
for, and he's surrounded by a likewise 
endearing group of companions. The 
Heart-to-Heart moments sprinkled 
throughout the world are another 


highlight. Each is genuinely humorous 
and helps add even more color to your 
party members. 

Alrest itself is a spectacular 
backdrop for the adventure — a varied, 
fantastical world that spans rolling 
grasslands, arid wastelands, hazy, 
ethereal caves, frigid valleys and 
ancient ruins. Each Titan you visit on 
your journey to the World Tree 
features its own distinct clime and 
fauna, and exploring these vast 
expanses remains perhaps the biggest 
appeal of the game. Each locale also 
houses hidden areas and other secrets 
that the game doesn’t tell you about, 
and discovering these tucked-away 
corners of the world is immensely sat- 
isfying. 


Moreover, the s 
things to do in Xen 
is dizzying and wil 


heer breadth of 
oblade Chronicles 2 
keep you engaged 


with the game for dozens of hours. In 
addition to standard sidequests, you'll 
unlock special kinds of quests called 
Merc Missions partway through the 
adventure. These have you deploy 
your spare Blades to solve a villager’s 
problem, returning after a set amount 
of time with items, gold and experi- 
ence points for you once the mission 
has been completed. 


On top of these rewards, complet- 
ing sidequests and Merc Missions also 
increases the development level of 
that kingdom, which in turn opens up 
new quests to take on and new shop 
deeds to purchase. Each activity you 
accomplish feeds in to a satisfying 
gameplay loop, so you're constantly 
making progress and unlocking new 
quests to undertake the more you 
play. 

Despite some rough patches, 
Xenoblade Chronicles 2 is a worthy 
addition to any Switch owner's library, 
especially if you have a predilection 
for RPGs and enjoyed either of the 
previous entries in the series. With 
those two excellent Xenoblade titles 
already under its belt, Monolith Soft 
had a lofty reputation to uphold with 
the series' first Switch installment, 
and the developer succeeded in 
crafting another absorbing, if occa- 
sionally messy, adventure worthy of 
the "Xeno" prefix. — KEVIN K. 


More Zelda-ish Fun 


FOR YOUR CONSIDERATION, the 
final Switch port under analysis for 
this NF edition is Ittle Dew 2+, sequel 
to the Zelda clone Ittle Dew that 
arrived on Wii U back in 2014 (and 
earned an 8.0 in our Issue #10). That 
first Ittle adventure was an entirely 2D 
affair, but this follow-up introduced 
the third dimension to craft an even 
more visually appealing spectacle on 
PC, PlayStation 4 and Xbox One in 
2016. Now it’s arrived on the Switch, in 
a physical edition that’s had enough 
fresh content added that the team 
decided to go ahead and glue a plus 
sign to the end of its name. 

The + stuff is tacked on at the end 
of the adventure, though, so starting 
out the game looks and plays the 
same as it did when it debuted on 
other platforms. Ittle is the name of 
our young hero who finds herself 
washed up on a mysterious island with 
only a fox for a friend. (Wait, wasn’t 
that the setup for RIME too? Some odd 
creative similarities there.) Ittle Dew 
2's chief connection to other games 
from other companies continues to be 
its heart-on-its-sleeve love for classic 
Zelda, though — and the talkative 
Tippsie could never be mistaken for 
RiME's speechless, yelping vulpine pal. 
ndeed, the comedic dialogue 
between Tippsie, Ittle and the island 
denizens they encounter is one thing 
that really sets this adventure apart. 
Link's never been one to say too 
much, but Ittle's more than happy to 
slather a layer of snark across every 
conversation she finds herself in. It's 
whimsical and a good match for the 
cartoonish setting that apes its inspi- 
ration at every turn, but does so ina 
decidedly unserious way. 

In Zelda games, for example, you'll 
commonly come across themed 
dungeons: a fire temple, an ice maze, 
etc. The tropes are well worn at this 
point (which is why Breath of the Wild 
went to such great lengths to break 
free of them). Ittle likewise explores 
dungeons with different themes, but 
these themes are things like "pillows" 
and "stinky garbage." One of the 
"dungeons" is an uppity art exhibit full 
of snobbish museum patrons. Another 
is just some guy's flooded basement. 
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It’s a welcome break from seeing the 
same old forest and swamp palaces. 

The dungeons are a high point of 
this adventure in another way, too, in 
the near-total flexibilty you have with 
the order in which you complete them. 
As in the original Legend of Zelda over 
30 years ago, most of the labyrinths 
are open from the start and it’s up to 
you to pick which one to investigate 
first, then second and so on. The game 
gives clear indication of its intended 
order, but if you ignore the helpful 
map icons and blaze your own trail, a 
great strength of the underlying 
design is revealed: The developers 
expect you to shove their road signs 
aside and do your own thing, and 
you’re rewarded when you do. If you 
find and complete the "later" 
dungeons first, you'll find that the 
items you gained in them streamline 
the earlier ones greatly. For instance, 
there’s an Ice Ring you’re meant to 
find late in the quest — it generates ice 
blocks out of thin air. If you grab it 
early, though, you can use it to totally 
trivialize and sometimes entirely 
bypass some block-pushing puzzles in 
the earlier dungeons! Classic Zelda 
always did a great job of designing 
their mazes one by one, but Ittle Dew 
2 takes it a step further by also having 
all eight of its dungeons’ puzzles inter- 
woven with one another. That rocks. 

Where this adventure stumbles is 
on the other side of the gameplay 
coin: combat. It’s weak. Enemies are 
simply damage sponges, taking far too 
many whacks with Ittle’s little stick to 
defeat. Even upgraded weapons later 
on do little to help alleviate the 
tedium — and the boss battles are the 
worst offenders, as they’re all the 
exact same dance of dodging huge 
incoming attacks, wailing on the big 
baddie for a while, then repeating the 
process over and over. There are no 
weak points to target; no creative 
puzzle elements to solve mid-battle. 
That’s where this team should look 
back at Zelda for further inspiration. 

Still, that’s not enough to sour the 
whole experience, and the payoff at 
the end is a set of great new dungeons 
with even more puzzles! Those are 
definitely a plus. — LUCAS 
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There's fragile statues, and fragile paintings. and 
fragile furniture... 


ILLUSTRATED INSTRUCTIONS 


Nicalis dashed out of the starting gates quickly on the Switch, 
becoming one of the first publishers to commit to bringing enhanced 
ports of hit games to the new system — and doing so with snazzy 
physical releases packed with extras! The retail edition of Ittle Dew 2+ 
comes complete with an adorable NES-ish illustrated instruction 
manual, cover art that's actually printed on both sides and a nifty map 
of the island that Ittle and Tippsie find themselves exploring. Neat! 
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Culdcept Revolt 8.0 Rebecca #30 Yo-kai Watch 2: Bony Spirits 70 Кеуіп К. #24 purchase last May, as it was solid Street Fighter with 
Disney Art Academy 75 Lucas #22 a new take on Ken (my favorite) and playable on the 
Disney Magical World 2 75 Rebecca #25 go... but the 3D first-person mode? Blech. | tried to 


play it, and it was just painful. 

But, май . . . they won't pull the same trick again 
next year, right? Surely there won't be a Super Turbo 
Street Fighter 31st Anniversary Collection that makes 


Dragon Ball Fusions 70 Neal #25 
Dragon Quest VII: 
Fragments of the 


Forgotten Past 8.0 Lucas #24 SED. umet d A 
N this issue's cover game look limited in comparison? 

Dragon Quest VIII: Journey (With Capcom, you never can tell.) - LUCAS 

of the Cursed King 9.0 Daan #26 PO É 
Etrian Odyssey V: Beyond 

the Myth 6.5 Neal #31 
Ever Oasis 9.0 Neal #29 
Final Fantasy Explorers 6.5  KevinK. #20 


6.5 


COMMUNITY 


DX TREATMENT 
Doing what Nintendo didn't! 


THE SWITCH IS getting plenty of ports now, but 
it’s hardly the first hardware to have a helping 
hand from past platforms — consider the Game Boy 
Color, launched with the support of colorized "DX" 
versions of originally monochrome Game Boy titles 
The Legend of Zelda: Link’s Awakening and Wario 
Land 11. But what if Nintendo had gone further? 
What if they’d decided to give the DX treatment to 
another Game Boy classic? Well, enterprising ROM 
hacker Ivan Delgado has given us a glimpse into 
that alternate timeline with this brilliant fan-made 
port: Super Mario Land 2, brought to the GBC! 


NF: How did you get interested in and get started 
with modifying classic games? 

It all started about 15 years ago. | was 14, 
just got Internet, and | stumbled upon the best 
community of Spanish fan-translated games at the 
time. The skills of those talented people and their 
fantastic fan translations truly amazed me, and 
piqued my interest. 

Ocarina of Time — my favorite game at the time 
— didn’t receive an official translation when it first 
came out in Spain, but Nintendo Spain packed it 
with a translation book that contained all the texts 
in both English and Spanish (yes, really). So even 
though | didn’t speak any English at all, | had the 
perfect game to learn how to hack games. Two 
years later | released a finished translation. 

Soon after that, the community vanished and | 
went on to other things. Still, | was never able to 
shake the disappointment that | hadn’t been able to 
learn Assembly like the best ROM hackers. The only 
thing | did with my knowledge in the years to come 
was to change some fonts | didn’t like in a few 
games, but that just reminded me of my failure 
with Assembly again (as even changing the font 
kerning required some knowledge in Assembly). 

Eventually | found myself with more free time 
and finally got rid of the thorn in my side: | took the 
plunge, learned Assembly and challenged myself to 
insert a variable-width font into Link’s Awakening. 
A few months later | released that as a patch, and 
later | translated it into Spanish. 

I wanted to get into a more ambitious project to 
settle my recently acquired knowledge, so | decided 
to challenge myself, this time inspired by the 
superb color patch Drenn made for Pokémon Red. I 
used the Japan-exclusive For the Frog the Bell Tolls 
(which I strongly recommend) as a base and 
started my own color patch. 

As the project kept growing, ! realized it would 
be really useful to have well-documented code 
(instead of the mess I had) so people could use it 
for similar projects. | made the decision that that 
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project had to be paused and a new one had to be 
started. That would be Super Mario Land 2 DX. 


Why Super Mario Land 2? 

Actually, my first pick (after | paused For the Frog 
the Bell Tolls DX) was Tennis! It's a wonderful game 
and I played it a lot as a kid, but I thought the 
improvement wasn't impressive enough to attract 
other ROM hackers, which was the main goal for 
this project. | also thought of Catrap (go get it as a 
3DS Virtual Console download if you haven't played 
it!), but the same thing happened. 

People asked me to make a color hack of basi- 
cally the whole Game Boy library, but | decided to 
give the most requested ones a try. | made a mock- 
up for Super Mario Land 2 and it became obvious to 
me that it had a lot of potential. And I have to say, 
I'm really happy with the choice! 


What tools do you use to go inside these old 
games and change them? Is this something others 
can learn how to do? 

| use an emulator with a debugger, a text editor, an 
assembler (a tool that lets you insert low-level code 
into the game), a hex editor (a tool to directly edit 
the bytes of a file) and a graphics data editor. | also 
made a couple of tools to easily manipulate sprites 
and palettes, but those are not required (it just 
makes it a bit easier). It’s not a huge set of tools, 
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and of course ії сап be learned. | don’t even 
consider myself an expert on this field, yet | was 
able to make a couple of good-looking color hacks! 
There are true wizards out there, but you don’t 
need to be one. With just a bit of patience and per- 
severance, anyone can pull off a hack like this. 


Beyond just adding color to the game, you also 
added new content, like a playable Luigi! How? 

| thought of this hack as a "what-if" of sorts, and it’s 
very likely that Nintendo would have added some- 
thing new to the game in addition to the color, as 
they did with the Color Dungeon in Link’s 
Awakening DX. So | figured | had to add something 
new too. The easiest answer to me was Luigi, so 
people could replay the game with a twist. Also, 
who doesn’t like Luigi? 

Because of the way the game works it wasn’t 
really difficult to add him, to be honest. | basically 
replicated Mario’s data into a different memory 
region, changed the values the game uses for his 
physics and made the game load the correct char- 
acter when necessary. 


Finally, what’s your next project after this? 

ІЛІ resume work on For the Frog the Bell Tolls DX 
and finish it the best way | can. After that, who 
knows... ГИ just make sure it's an even more 
ambitious project! 


GBC 


HACKER: МАМ DELGADO HACK RELEASE: DECEMBER 25, 2017 


PUBLISHER/DEVELOPER: NINTENDO 


ORIGINAL RELEASE: GAME BOY, NOVEMBER 1992 


SUPER MARIO LAND 2 DX 


6 Golden Coins ... now with actual golden color! 


SUPER MARIO LAND 2 was one of the 
defining games of my childhood. | spent 
hours on family beach vacations playing on 
my sister’s Game Boy Pocket, trying desper- 
ately to avoid getting sand on the screen 
while exploring every nook and cranny of 
the world, and unlocking all of its secrets. 

The game seemed endless to me back 
then — a huge open world filled with levels, 
with so many mysteries to uncover and 
secrets to learn. 

Many titles from the original Game Boy 
era have lost some of their luster at this 
point. I’ve periodically returned to this 
classic in the hopes of rekindling my sense 
of childhood wonder, but something about 
the large sprite size and the limited grey- 
scale palette has meant that I’ve always 
found myself drifting away to Game Boy 
Advance Mario games instead. 

Finally, though, this old game has gained 
a new lease on life. Super Mario Land 2 DX is 
one of those rare fan projects that somehow 
manages to elevate its source material with 
only a few simple tweaks and changes! 

This is both a nostalgic trip down 
memory lane and a reminder of just what 
made Game Boy games so appealing in the 
first place. The color palette is perfectly 
chosen, with its bold, bright visuals comple- 
menting the core gameplay underneath. 

Super Mario Land 2 DX is best played on 
original hardware — if you happen to have a 
Game Boy flash cart, it's well worth loading 
this onto a Game Boy Color and enjoying the 
authentic experience of seeing these beauti- 
ful colors as they would have appeared long 
ago, had Nintendo provided an official DX 
release. 

(That said, nobody's going to blame you 
if you need to use a Game Boy Advance SP 
to get past some of the darker stages — it's 
still as hard as ever to squint down at the 
Game Boy Color's dimly lit screen.) 

Since this ROM hack is almost entirely a 
visual upgrade, the addition of Luigi as a 
new playable character feels like just a 
novelty. In this appearance, it's hard to 
really notice much of a difference in how the 
twins handle — the official games that dif- 
ferentiate the two typically give the 
younger, taller Mario Brother a more pro- 
nounced high jump (sometimes with wildly 
kicking legs), and Luigi lacks that here. The 
core gameplay experience isn't changed 
that much when you pick green over red. 


Poor Luigi (spoiler alert) doesn't even get 
a dedicated endgame message, so prepare 
to see Mario take the credit for all his hard 
work yet again! (In all honesty, this just feels 
like a nod to standard canon by this point, 
as Mario yet again soaks up all the glory for 
his little brother’s earnest achievements.) 

If there's one central downside to playing 
a fan hack like Super Mario Land 2 DX, it's 
that these games can be a little on the 
glitchy side. While new versions of the game 
are being released regularly to try to 
account for some of the more glaring bugs 
(thanks to Iván's continued work to polish 
the project), there's still a lot that can go 
wrong during standard gameplay. 

Early on, | went through a Warp Pipe and 
ended up on the Game Over screen for no 
readily apparent reason. And right at the 
end of the game, I picked up a Mushroom 
power-up before heading into the final boss 
battle with Wario, only to clip through a wall 
and get stuck on the other side! 

Ultimately, though, these are minor 
annoyances — you can't really expect a fully 
polished QA process for a fan hack, as this 
has only ever been about creating a fun 
graphical update for a beloved Nintendo 
classic. 

As far as fan projects go, this is one that 
comes highly recommended. Super Mario 
Land 2 DX is, in fact, probably now the 
definitive way to enjoy this game! 

From start to finish, | had a fantastic time 
playing this beautiful reimagining of such an 
important game from my childhood. This 
game is a classic for a reason. 

The fact that there was less sand on the 
screen was just a bonus! — MATTHEW L. 


RomHacking.net/hacks/3784 
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THE MUSEUM CURATOR 


He’s ported the world’s largest Nintendo collection to a new location! 


UPON SEEING THESE pictures of my collection, 
people always want to know certain things, so let’s 
get that out of the way. It started on top of an old 
entertainment unit, then some shelves, then some 
bookcases, next a room and now another room. I’ve 
been collecting for around 20 years and in that 
time have used stores, online import shops, private 
sales, eBay and Yahoo! Japan Auctions to amass 
what you see in these photos, and NF readers get 
the first look at the new room! Every Nintendo 
property is represented in some way, but the col- 
lection isn’t limited to Nintendo. The World of 
Nintendo cabinet is a mixed bag of the rarest stuff, 
including the prototype items that are the only 
ones in the world. Buying it all now would be 
impossible, as the value of most of it has grown 
exponentially. Despite collecting for 20 years, I'll 
still occasionally find things I’ve never seen before, 
and those are the best days. | also love helping 
fellow collectors and seeing other collections. 

n 2005, | decided to attempt to document the 
collection. First, | just posted collection shots and a 
gallery of individual shots online to a website | 
named the Video Game Memorabilia Museum. Then 
| added a forum so people could start to talk about 
collecting. Surprisingly, | got a lot of people with 
similar interests to my own, even in а niche of a 
niche. Ah, the Internet is great, isn't it? Then in 
2006 I did an interview for the blog Vintage 
Computing and Gaming, and the collection shots 
went viral. Nintendo of America was running a pro- 
motion for Wii Ambassadors to promote their new 
system, but the promotion was already over and 
the ambassadors chosen. Once they saw the article, 
they contacted me and offered an ambassadorship 
to me, allowing me and 35 of my friends to experi- 
ence the Wii two months before release. | also got a 
free Wii and several free games and items over the 
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course of a year. | didn't think | could top that. 

In 2012, | was sad to see Nintendo Power come 
to its physical end. My collection was featured in 
Issue #196, but that's the extent of my connection 
to NP. Then I saw that a new group was going to try 
to continue the legacy. Unbeknownst to me, that 
group would contact me via my website, having 
seen the blog portion on the site showcasing 
upcoming merchandise. Lucas asked me to fill the 
role needed for Collector's Corner. It had been a 
longtime dream to write about games, and actually 
being asked by professionals to write for their 
magazine was a huge deal for me. I strive to give 
my best to this magazine any way I can! 


It's rare that Guinness World Records will 
contact a collector, but in 2012 they wanted a way 
to promote their 2013 Gamer's Edition, so they 
came to my house, surveyed the collection, counted 
the best they could, took pictures, interviewed me 
...and now I’m in the 2013 Gamer's Edition of the 
Guinness World Record book as the man with the 
largest video game memorabilia collection on 
Earth. The record is for 8,020 items, but | know I 
have many more than that. As a collector, that rec- 
ognition was about as good as it could get — until 
Extreme Collectors showcased the collection on the 
History Channel in 2013! 

I've been to ЕЗ four times, which was also a 
lifelong dream. My first year was 2012, and it was 
unforgettable. The best year was 2013, where I got 
Shigeru Miyamoto's signature on my Super Mario 
Bros. 3 box and won a 3DS XL, but each year came 
with its own wild stories and great experiences. 
Lately though, it's been getting far too packed to 
enjoy. 

In 2008, my wife and I had our first child and I 
became a stay-at-home Dad, and in late 2009 had 
another son. It has been amazing showing my boys 
my passion in gaming and collecting. | recently set 
up a "video game school" when they had a break 
from school last spring, and | showed them all the 
systems I had and the great games on each. Last 
year, my wife and | had yet another son, and | can't 
wait to do the same with him. 

Does my wife tolerate the collection? Well, yes, 
but tolerate is as far as she'll go! 

Moving forward, I need to update the Video 
Game Memorabilia Museum's database and make it 
more accessible and easy to use. I've also had a lot 
of fun with my YouTube channel (Nightram56), 
where I simply show off some of the more rare, odd 
and interesting stuff I've accumulated over the 
years. A room tour video will be coming shortly as 
well! — BRETT 
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— The ports are too numerous to contain within a single issue! When the Nintendo Force returns with our 33rd 
— edition, we'll continue to play catch-up with all of the games of the past now making the leap to the Switch 
— — particularly those making their Nintendo debuts, like Dark Souls: Remastered! But while the influence of 
= yesteryear on the present of the Switch persists, we'll begin to shift our primary focus to the future — the 
EEE wild, shocking, cardboard-constructed tomorrow that’s fast approaching courtesy of Nintendo Labo! 
SERS - There's just something special about gaming experiences that you can really feel in your hands, 
— and well celebrate the fun of physicality in more ways than one . . . perhaps even putting you 

шш а. лы to work to do some assembly yourself! 
а Please look forward to it! 
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IN THE 
WORKS FOR 
ISSUE #33: 


NINTENDO 
LABO 


DONKEY KONG 


COUNTRY: 
TROPICAL FREEZE 


MEGA MAN 11 


KIRBY 
STAR ALLIES 
HYRULE WARRIORS: 
DEFINITIVE EDITION 


DARK SOULS: 
REMASTERED 


STREET FIGHTER 
30TH ANNIVERSARY 
COLLECTION 


PROJECT 
OCTOPATH 
TRAVELER 


LIMITED RUN 
GAMES 


OWLBOY 
FLINTHOOK 


DETECTIVE 
PIKACHU 


MARIO TENNIS 
ACES 


AND MUCH 
MORE! 


MAY/ 
JUNE 2018 


TOAD IS WEARING A HAT 


AND NOW, AN important announcement that has absolutely nothing to do with anything else we've discussed 
in this issue: Toad is wearing a hat. 


| know, | know. There's been a lot of debate about this recently. You've probably seen some YouTube videos 
arguing in favor of the other "supposed" possibility, that Toad's signature Mushroom Cap is in fact a biological 
part of his head. You've seen people on "Team Head" point out that several Toads in modern Mario games are 
wearing hats or headphones on top of their mushroom domes, then asking, "Why would they wear two hats on 
top of one another?" You may have even watched the official Nintendo video Q&A with Super Mario Odyssey's 
Producer, Yoshiaki Koizumi, in which he outright confirms that the 'shroom is a part of his head. 


Bah! Poppycock, says I! 'Tis nothing more than another of Nintendo's futile retcons, and | won't have it, sir! 


They tried to pull this same nonsense a few years ago, attempting to walk back the Koopa family tree by saying 
that the Koopalings — Larry, Morton, Wendy, Iggy, Roy, Lemmy and Ludwig — weren't actually Bowser's kids, but 
just his minions. His minions? Pshaw! The Super Mario Bros. 3 instruction manual says "These are Bowser's kids" 
and even has Bowser speaking with a speech bubble, saying, "These are my 7 children." Not to mention the fact 
that the Saturday morning cartoon adaptations of both Super Mario Bros. 3 
and Super Mario World depicted them as his offspring in every episode! 


And speaking of the old Super Mario Bros. cartoons, that's also 
where an entire generation (including myself) were presented 
with the INCONTROVERTIBLE PROOF that Toad can remove his 
Mushroom Cap at will, since it is, you know, A HAT! Anyone who 
argues otherwise clearly was not born in the '80s and did not 
absorb the Super Show week after week while cutting the roof 
of their mouth with heaping spoonfuls of Cap'n Crunch!! 


... OK. That feels better. Got that little rant out of my system. 
(In actuality, | don't much care one way or the other, and the 
'shroom being part of his head makes more sense. But if they'd 
just had more brand control when those old cartoons were 
made, it sure would have spared me a headache!) — LUCAS 
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